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(54) NETWORKING GAME SYSTEM 

(57)Abstract: 

PROBLEM TO BE SOLVED: To provide a networking 
game system which enables game machines to carry out 
a game program even when any communication failure 
or the like blocks their access to a server having a total 
control over access to the game playing. 
SOLUTION: In a game machine, a play record amount 
storage 62 stores the accumulated number of times that a 
game program is executed or the amount of play records 
that represents the cumulative amount of time. A settled 
play amount storage 63 stores the settled play amount 
representing how much play has been settled among the 
total play records. An unsettled play permissible amount 
storage 64 stores the permissible amount of unsettled 
play representing how many times or how much time 
are/is allowed to carry out the program without 
settlement. An operation control 76 controls the game 
machine operation based on the play record amount, the 
settled play amount, and the unsettled play permissible 
amount. 




CLAIMS 



[Claim(s)] 

[Claim l]Are a network game system characterized by comprising the following, and 
said game machine, A play actual quantity memory measure which memorizes play 
actual quantity showing the number of times of accumulation or accumulated time 
which executed said game program, A settled play amount memory measure which 
memorizes a settled play amount which expresses a settled play amount among said 
play actual quantity, A settled play amount reception means which receives said 
settled play amount from said center server, A settled play amount update means 
which updates said settled play amount memorized by said settled play amount 
memory measure based on said settled play amount received from said center server, 
An outstanding play permissible dose memory measure which memorizes an 
outstanding play permissible dose showing the number of times or time which allows 
executing said game program without settlement of accounts, Said play actual 
quantity memorized by said play actual quantity memory measure and said settled 
play amount memorized by said settled play amount memory measure, . Based on said 
outstanding play permissible dose memorized by said outstanding play permissible 
dose memory measure, said center server includes a settled play amount transmitting 
means which transmits said settled play amount to said game machine including a 
motion-control means to control operation of said game machine. A network game 
system characterized by things. 

A center server. . . 

A game machine which is installed in play facilities, and a communication interface is 

carried out to said center server, and executes a game program. 

[Claim 2]In the network game system according to claim 1, said game machine, Said 
play actual quantity including a play actual quantity transmitting means which 
transmits to said center server said center server, A play actual quantity reception 
means which receives said play actual quantity from said game machine, A network 
game system characterized by what a settled play amount calculating means which 
computes said settled play amount is included for based on said play actual quantity 
received from said game machine, and a game play right to have purchased. 
[Claim 3]In the network game system according to claim 1 or 2, said motion-control 
means A difference with said settled play amount memorized by said play actual 
quantity memorized by said play actual quantity memory measure and said settled 



play amount memory measure, A network game system characterized by restricting 
execution of said game program based on said outstanding play permissible dose 
memorized by said outstanding play permissible dose memory measure. 
[Claim 4]It is a center server by which a communication interface is carried out to a 
game machine installed in play facilities, A center server including a settled play 
amount transmitting means which transmits a settled play amount which expresses a 
settled play amount among play actual quantity as which said game machine 
expresses the number of times of accumulation or accumulated time which executed a 
game program to said game machine. 

[Claim 5]It is a program for operating a computer as a center server by which a 
communication interface is carried out to a game machine installed in play facilities, 
A program for operating said computer as a settled play amount transmitting means 
which transmits a settled play amount which expresses a settled play amount among 
play actual quantity as which said game machine expresses the number of times of 
accumulation or accumulated time which executed a game program to said game 
machine. 

[Claim 6]It is the control method of a center server by which a communication 
interface is carried out to a game machine installed in play facilities, A control method 
of a center server containing a settled play amount transmission step which transmits a 
settled play amount which expresses a settled play amount among play actual quantity 
as which said game machine expresses the number of times of accumulation or 
accumulated time which executed a game program to said game machine. 
[Claim 7]A play actual quantity memory measure which memorizes play actual 
quantity showing the number of times of accumulation or accumulated time which is a 
game machine which is installed in play facilities, and a communication interface is 
carried out to a center server, and executes a game program, and executed said game 
program, A settled play amount memory measure which memorizes a settled play 
amount which expresses a settled play amount among said play actual quantity, A 
settled play amount reception means which receives said settled play amount from 
said center server, A settled play amount update means which updates said settled 
play amount memorized by said settled play amount memory measure based on said 
settled play amount received from said center server, An outstanding play permissible 
dose memory measure which memorizes an outstanding play permissible dose 
showing the number of times or time which allows executing said game program 
without settlement of accounts, Said play actual quantity memorized by said play 
actual quantity memory measure and said settled play amount memorized by said 



settled play amount memory measure, A game machine by which a motion-control 
means to control operation of said game machine being included based on said 
outstanding play permissible dose memorized by said outstanding play permissible 
dose memory measure. 

[Claim 8]It is a program for operating a computer as a game machine which is 
installed in play facilities, and a communication interface is carried out to a center 
server, and executes a game program, A play actual quantity memory measure which 
memorizes play actual quantity showing the number of times of accumulation or 
accumulated time which executed said game program, A settled play amount memory 
measure which memorizes a settled play amount which expresses a settled play 
amount among said play actual quantity, A settled play amount reception means 
which receives said settled play amount from said center server, A settled play amount 
update means which updates said settled play amount memorized by said settled play 
amount memory measure based on said settled play amount received from said center 
server, Said play actual quantity memorized by an outstanding play permissible dose 
memory measure which memorizes an outstanding play permissible dose showing the 
number of times or time which allows executing said game program without 
settlement of accounts, and said play actual quantity memory measure, A program for 
considering it as a motion-control means to control operation of said game machine, 
based on said settled play amount memorized by said settled play amount memory 
measure and said outstanding play permissible dose memorized by said outstanding 
play permissible dose memory measure, and operating a computer. 
[Claim 9]It is installed in play facilities including the first memory measure, second 
memory measure, and third memory measure, It is the control method of a game 
machine of a communication interface being carried out to a center server, and 
executing a game program, A play actual quantity memory step which makes said first 
memory measure memorize play actual quantity showing the number of times of 
accumulation or accumulated time which executed said game program, A settled play 
amount memory step which makes said second memory measure memorize a settled 
play amount which expresses a settled play amount among said play actual quantity, 
A settled play amount receiving step which receives said settled play amount from 
said center server, A settled play amount renewal step which updates said settled play 
amount memorized by said second memory measure based on said settled play 
amount received from said center server, An outstanding play permissible dose 
memory step which makes said third memory measure memorize an outstanding play 
permissible dose showing the number of times or time which allows executing said 



game program without settlement of accounts, Based on said play actual quantity 
memorized by said first memory measure, said settled play amount memorized by 
said second memory measure, and said outstanding play permissible dose memorized 
by said third memory measure, A control method of a game machine containing a 
motion-control step which controls operation of said game machine. 
[Claim 10] A network game system comprising containing a center server and a game 
machine which is installed in play facilities, and a communication interface is carried 
out to said center server, and executes a game program: 

A game machine identification information reception means which receives game 
machine identification information for said center server to identify said game 
machine from said game machine. 

A play-facilities identification information acquisition means which acquires play- 
facilities identification information for identifying play facilities in which said game 
machine which transmits said game machine identification information is installed, A 
motion-control determination means to opt for motion control to said game machine 
based on said play-facilities identification information and said game machine 
identification information which receives from said game machine, Including a 
motion-control information transmission means which transmits motion-control 
information showing motion control for which it opts by said motion-control 
determination means to said game machine, said game machine, A game machine 
identification information storage means which memorizes said game machine 
identification information, and a game machine identification information transmitting 
means which transmits said game machine identification information to said center 
server, A motion-control information receiving means which receives said motion- 
control information from said center server, and a motion-control means to control 
operation of said game machine based on said motion-control information received 
from said center server. 

[Claim 1 l]In the network game system according to claim 10, said center server, 
Game machine installation information which matches said game machine 
identification information and said play-facilities identification information including 
a game machine installation information memory measure to memorize said motion- 
control determination means, A network game system opting for motion control to 
said game machine based on said game machine identification information which 
receives from said game machine, said play-facilities identification information 
acquired by said play-facilities identification information acquisition means, and said 



game machine installation information. 

[Claim 12] A network game system, wherein said motion-control means restricts 
execution of said game program in the network game system according to claim 10 or 
1 1 based on said motion-control information. 

[Claim 13] [Claim 13] comprising: A communication interface is carried out to a game 
machine installed in play facilities. 

Game machine Satoru who is - BA and receives game machine identification 

information for identifying said game machine from said game machine. 

********** which acquires play-facilities identification information for 

discriminating play facilities in which said game machine which transmits said game 

machine identification information is installed from a news reception means. 

** which opts for motion control to said game machine based on a news acquisition 

means, and said game machine identification information which receives from said 

game machine and said play-facilities identification information. 

A system of operation which transmits motion-control information showing motion 

control for which it opts by determination means and said motion-control 

determination means to said game machine. 

[Claim 14] It is a program for operating a computer as a center server by which a 
communication interface is carried out to a game machine installed in play facilities, 
A game machine identification information reception means which receives game 
machine identification information for identifying said game machine from said game 
machine, A play-facilities identification information acquisition means which acquires 
play-facilities identification information for identifying play facilities in which said 
game machine which transmits said game machine identification information is 
installed, Based on said game machine identification information which receives from 
said game machine, and said play-facilities identification information, A program for 
considering it as a motion-control determination means to opt for motion control to 
said game machine, and a motion-control information transmission means which 
transmits motion-control information showing motion control for which it opts by said 
motion-control determination means to said game machine, and operating said 
computer. 

[Claim 15] A game machine identification information receiving step which is the 
control method of a center server by which a communication interface is carried out to 
a game machine installed in play facilities, and receives game machine identification 
information for identifying said game machine from said game machine, A play- 



facilities identification information acquisition step which acquires play-facilities 
identification information for identifying play facilities in which said game machine 
which transmits said game machine identification information is installed, A motion- 
control determination step which opts for motion control to said game machine based 
on said game machine identification information which receives from said game 
machine, and said play-facilities identification information, A control method of a 
center server containing a motion-control transmitting information step which 
transmits motion-control information showing motion control for which it opts by said 
motion-control determination step to said game machine. 

[Claim 16] A game machine identification information storage means which is a game 
machine which is installed in play facilities, and a communication interface is carried 
out to a center server, and executes a game program, and memorizes game machine 
identification information for identifying said game machine, A game machine 
identification information transmitting means which transmits said game machine 
identification information to said center server, A game machine containing a motion- 
control information receiving means which receives motion-control information from 
said center server, and a motion-control means to control operation of said game 
machine based on said motion-control information received from said center server. 
[Claim 17] It is a program for operating a computer as a game machine which is 
installed in play facilities, and a communication interface is carried out to a center 
server, and executes a game program, A game machine identification information 
storage means which memorizes game machine identification information for 
identifying said game machine, A game machine identification information 
transmitting means which transmits said game machine identification information to 
said center server, A program for considering it as a motion-control means to control 
operation of said game machine, based on a motion-control information receiving 
means which receives motion-control information from said center server, and said 
motion-control information received from said center server, and operating a 
computer. 

[Claim 18]Including a memory measure, it is installed in play facilities and a 
communication interface is carried out to a center server, A game machine 
identification information memory step which is the control method of a game 
machine of executing a game program, and makes said memory measure memorize 
game machine identification information for identifying said game machine, A game 
machine identification information transmission step which transmits said game 
machine identification information to said center server, A control method of a game 



machine containing a motion-control information reception step which receives 
motion-control information from said center server, and a motion-control step which 
controls operation of said game machine based on said motion-control information 
which receives from said center server. 

[Claim 19] While being installed in a center server and play facilities and carrying out 
a communication interface to said center server, A game machine which executes a 
game program based on data or a program which a communication interface is carried 
out to 1 or two or more service servers, and is received from said service server, Are a 
****** network game system and said center server, A table storing means which 
memorizes a table which matches access information to a service server which 
provides service which said game machine uses, and this service, An access 
information request reception means which receives an access information demand 
from said game machine, An access information reading means which reads access 
information corresponding to said access information demand which receives from 
said game machine from said table storing means, Including an access information 
transmitting means which transmits access information read by said access 
information reading means to said game machine, said game machine, An access 
information demand transmitting means which transmits said access information 
demand to said center server, an access information storage means which memorizes 
said access information, and an access information reception means which receives 
said access information from said center server, An access information update means 
which updates access information memorized by said access information storage 
means based on access information received from said center server, A network game 
system characterized by what a motion-control means to control operation of said 
game machine is included for based on access information memorized by said access 
information storage means. 

[Claim 20]It is a center server by which a communication interface is carried out to a 
game machine by which a communication interface is carried out to 1 or two or more 
service servers, A table storing means which memorizes a table which matches access 
information to a service server which provides service which said game machine uses, 
and this service, An access information request reception means which receives an 
access information demand from said game machine, An access information reading 
means which reads access information corresponding to said access information 
demand which receives from said game machine from said table storing means, A 
center server including an access information transmitting means which transmits 
access information read by said access information reading means to said game 



machine. 

[Claim 21]It is a program for operating a computer as a center server by which a 
communication interface is carried out to a game machine by which a communication 
interface is carried out to 1 or two or more service servers, A table storing means 
which memorizes a table which matches access information to a service server which 
provides service which said game machine uses, and this service, An access 
information request reception means which receives an access information demand 
from said game machine, An access information reading means which reads access 
information corresponding to said access information demand which receives from 
said game machine from said table storing means, And a program for considering it as 
an access information transmitting means which transmits access information read by 
said access information reading means to said game machine, and operating said 
computer. 

[Claim 22] [Claim 22] comprising: SENTASA by which a communication interface is 
carried out to a game machine by which a communication interface is carried out to 1 
or two or more service servers including memory measure. 
Tave who is a method and makes said memory measure memorize a table which 
matches access information to a service server which provides service which said 
game machine uses, and this service. 

A ** step and an access information important point which receives an access 
information demand from said game machine. 

Access information ** which reads access information corresponding to a ** step and 
said access information demand which receives from said game machine from said 
memory measure. 

Access ** which transmits access information which carried out and was read by a 
step and said access information read-out step to said game machine. 

[Claim 23] [Claim 23] comprising: While being installed in play facilities and carrying 
out a communication interface to a center server, a communication interface is carried 
out to 1 or two or more service servers, and it is based on data or a program received 
from said service server, and it is a fruit about a game program. 
Access ** which is a MU machine and transmits an access information demand to 
said center server. 

AKUSE which remembers said access information to be ********** 

A news memory measure and AKUSE which receives said access information from 

said center server. 



It is based on access information memorized by a news reception means, an access 
information update means which updates access information memorized by said 
access information storage means based on access information received from said 
center server, and said access information storage means, and is ****** about 
operation of said game machine. 

[Claim 24] While being installed in play facilities and carrying out a communication 
interface to a center server, a communication interface is carried out to 1 or two or 
more service servers, It is a program for operating a computer as a game machine 
which executes a game program based on data or a program received from said 
service server, An access information demand transmitting means which transmits an 
access information demand to said center server, An access information storage means 
which memorizes said access information, an access information reception means 
which receives said access information from said center server, An access information 
update means which updates access information memorized by said access 
information storage means based on access information received from said center 
server, And a program for considering it as a motion-control means to control 
operation of said game machine, based on access information memorized by said 
access information storage means, and operating a computer. 
[Claim 25]While being installed in play facilities and carrying out a communication 
interface to a center server including a memory measure, It is the control method of a 
game machine of executing a game program based on data or a program which a 
communication interface is carried out to 1 or two or more service servers, and is 
received from said service server, An access information demand transmission step 
which transmits an access information demand to said center server, An access 
information memory step which makes said memory measure memorize said access 
information, An access information receiving step which receives said access 
information from said center server, An access information renewal step which 
updates access information memorized by said memory measure based on access 
information received from said center server, A control method of a game machine by 
which a motion-control step which controls operation of said game machine being 
included based on access information memorized by said memory measure. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Field of the Invention]This invention relates to the control method of the center 
server used for a network game system and this system and a game machine, this 
center server, and this game machine, and a program. 
[0002] 

[Description of the Prior Art]The network game system using a communication 
network is proposed. . As [ indicate /, for example / as such a game system / by 
JP,H10-63364,A ] Batch management of the game play right only for a specified 
amount (number of times or time) to perform a game program with a game machine is 
carried out by a predetermined server, and there are some which are charged 
according to the amount of execution of a game program (quantity which the game 
played). There are some which provide what is called a network (on-line) game that 
executes a game program based on data and the program which a game machine 
receives from a predetermined server, for example. This executes a game program, a 
game machine accessing a predetermined server (service which a server specifically 
provides) if needed. 
[0003] 

[Problem to be solved by the invention]However, as the first problem, in the above 
game systems, in carrying out batch management of the game play right by a 
predetermined server. Since access is made from a game machine to this server and 
judgment of the execution propriety of a game program is made based on the residue 
of a game play right, etc., if it becomes impossible to access this server according to 
communication failure etc., a game machine may stop being able to execute a game 
program. 

[0004]In the above game systems as the second problem, The place which needs to 
grasp correctly the game center (play facilities) in which the game machine and this 
game machine are installed in order to provide fine service of grain, When it crosses 
to the origin of a case as the game machine included the origin of other operators 
(game center employment person), or the operator of further others, it may stop being 
able to provide fine service of grain. In this case, it is effective to take measures, such 
as execution deterrence, against this game machine. 

[0005]As the third problem, in the above game systems, in changing a system 
configuration, Since it is necessary to change setting out of the access information to a 
predetermined server (service which a server specifically provides), etc. by the game 
machine side, change of a system configuration may become complicated. 



[0006]This invention is made in light of the above-mentioned problems, and the first 
purpose, Also in a case where a server which carries out batch management of the 
game play right according to communication failure etc. cannot be accessed, It is in 
providing a control method of a center server used for a network game system which 
can make a game machine execute a game program, and this system and a game 
machine, this center server, and this game machine, and a program. 
[0007]That the second purpose should provide fine service of grain when a game 
machine includes origin of other operators, It is in providing a control method of a 
center server used for a network game system which can perform control to this game 
machine, and this system and a game machine, this center server, and this game 
machine, and a program. 

[0008]The third purpose is to provide a control method of a center server used for a 
network game system which enables it to change composition of a system, and this 
system and a game machine, this center server, and this game machine, and a 
program, without performing a setting variation by the game machine side. 
[0009] 

[Means for solving problem]In order to solve the first problem of the above, a 
network game system concerning this invention, A center server and a game machine 
which is installed in play facilities, and a communication interface is carried out to 
said center server, and executes a game program, Are a****** network game system 
and said game machine, A play actual quantity memory measure which memorizes 
play actual quantity showing the number of times of accumulation or accumulated 
time which executed said game program, A settled play amount memory measure 
which memorizes a settled play amount which expresses a settled play amount among 
said play actual quantity, A settled play amount reception means which receives said 
settled play amount from said center server, A settled play amount update means 
which updates said settled play amount memorized by said settled play amount 
memory measure based on said settled play amount received from said center server, 
An outstanding play permissible dose memory measure which memorizes an 
outstanding play permissible dose showing the number of times or time which allows 
executing said game program without settlement of accounts, Based on said play 
actual quantity memorized by said play actual quantity memory measure, said settled 
play amount memorized by said settled play amount memory measure, and said 
outstanding play permissible dose memorized by said outstanding play permissible 
dose memory measure. Said center server includes a settled play amount transmitting 
means which transmits said settled play amount to said game machine including a 



motion-control means to control operation of said game machine. 
[00 10] A center server concerning this invention is a center server by which a 
communication interface is carried out to a game machine installed in play facilities, 
A settled play amount transmitting means which transmits a settled play amount 
which expresses a settled play amount among play actual quantity as which said game 
machine expresses the number of times of accumulation or accumulated time which 
executed a game program to said game machine is included. 

[001 1]A program concerning this invention is a program for operating a computer as a 
center server by which a communication interface is carried out to a game machine 
installed in play facilities, It is a program for operating said computer as a settled play 
amount transmitting means which transmits a settled play amount which expresses a 
settled play amount among play actual quantity as which said game machine 
expresses the number of times of accumulation or accumulated time which executed a 
game program to said game machine. 

[00 12] A control method of a center server concerning this invention, It is the control 
method of a center server by which a communication interface is carried out to a game 
machine installed in play facilities, A settled play amount transmission step which 
transmits a settled play amount which expresses a settled play amount among play 
actual quantity as which said game machine expresses the number of times of 
accumulation or accumulated time which executed a game program to said game 
machine is included. 

[0013][0013]. This invention is equipped with the following. 

The play fruit which memorizes the play actual quantity showing the number of times 
of accumulation or accumulated time which is a game machine which a game 
machine is installed in play facilities, and a communication interface is carried out to 
a center server, and executes a game program, and executed said game program. 
Settled pre which memorizes the settled play amount which expresses a settled play 
amount as a memory measure among said play actual quantity. 
A memory measure and the settled play amount reception means which receives said 
settled play amount from said center server, The settled play amount update means 
which updates said settled play amount memorized by said settled play amount 
memory measure based on said settled play amount received from said center server, 
The outstanding play permissible dose memory measure which memorizes the 
outstanding play permissible dose showing the number of times or time which allows 
executing said game program without settlement of accounts, Operation of said game 
machine is controlled based on said play actual quantity memorized by said play 



actual quantity memory measure, said settled play amount memorized by said settled 
play amount memory measure, and said outstanding play permissible dose memorized 
by said outstanding play permissible dose memory measure. 

[0014]The program concerning this invention is installed in play facilities, and a 
communication interface is carried out to a center server, It is a program for operating 
a computer as a game machine which executes a game program, The play actual 
quantity memory measure which memorizes the play actual quantity showing the 
number of times of accumulation or accumulated time which executed said game 
program, The settled play amount memory measure which memorizes the settled play 
amount which expresses a settled play amount among said play actual quantity, The 
settled play amount reception means which receives said settled play amount from 
said center server, The settled play amount update means which updates said settled 
play amount memorized by said settled play amount memory measure based on said 
settled play amount received from said center server, Said play actual quantity 
memorized by the outstanding play permissible dose memory measure which 
memorizes the outstanding play permissible dose showing the number of times or 
time which allows executing said game program without settlement of accounts, and 
said play actual quantity memory measure, Amotion-control means to control 
operation of said game machine based on said settled play amount memorized by said 
settled play amount memory measure and said outstanding play permissible dose 
memorized by said outstanding play permissible dose memory measure, It is a 
program for carrying out and operating a computer. 

[001 5][001 5]. The game concerning this invention is provided with the following. 
The control method includes the first memory measure, second memory measure, and 
third memory measure, Play actual quantity which makes said first memory measure 
memorize the play actual quantity showing the number of times of accumulation or 
accumulated time which is the control method of a game machine of it being installed 
in play facilities, and a communication interface being carried out to a center server, 
and executing a game program, and executed said game program. 
The settled play amount which makes said second memory measure memorize the 
settled play amount which expresses a settled play amount as a step among said play 
actual quantity. 

A step and the settled play amount receiving step which receives said settled play 
amount from said center server, The settled play amount renewal step which updates 
said settled play amount memorized by said second memory measure based on said 



settled play amount received from said center server, The outstanding play 
permissible dose memory step which makes said third memory measure memorize the 
outstanding play permissible dose showing the number of times or time which allows 
executing said game program without settlement of accounts, Operation which 
controls operation of said game machine based on said play actual quantity 
memorized by said first memory measure, said settled play amount memorized by 
said second memory measure, and said outstanding play permissible dose memorized 
by said third memory measure. 

[0016]In this invention, a center server transmits a settled play amount which 
expresses a settled play amount among play actual quantity to a game machine. Here, 
play actual quantity expresses the number of times of accumulation or accumulated 
time in which a game machine executed a game program. A game machine 
memorizes a settled play amount received from a center server. That is, if a settled 
play amount is received from a center server, a memorized settled play amount will be 
updated. A game machine memorizes an outstanding play permissible dose. Here, an 
outstanding play permissible dose expresses the number of times or time which allows 
executing said game program without settlement of accounts. And motion control of a 
game machine is performed based on play actual quantity, a settled play amount, and 
an outstanding play permissible dose which are memorized themselves. 
[00 17] According to this invention, motion control of a game machine is performed 
based on play actual quantity, a settled play amount, and an outstanding play 
permissible dose which are memorized themselves. When a server which carries out 
batch management of the game play right according to communication failure etc. 
cannot be accessed, a game machine can be made to execute a game program by this. 
[0018]In one mode of this invention, said game machine, Said play actual quantity 
including a play actual quantity transmitting means which transmits to said center 
server said center server, A settled play amount calculating means which computes 
said settled play amount based on a play actual quantity reception means which 
receives said play actual quantity, and said play actual quantity received from said 
game machine and a game play right to have purchased, from said game machine is 
included. If it carries out like this, a settled play amount can be computed based on a 
game play right to have purchased, and play actual quantity received from a game 
machine. 

[0019]In one mode of this invention, said motion-control means, A difference with 
said settled play amount memorized by said play actual quantity memorized by said 



play actual quantity memory measure and said settled play amount memory measure, 
Execution of said game program is restricted based on said outstanding play 
permissible dose memorized by said outstanding play permissible dose memory 
measure. If it carries out like this, when the server which carries out batch 
management of the game play right according to communication failure etc. cannot be 
accessed, even if a difference will arise in play actual quantity and a settled play 
amount, If the difference is below an outstanding play permissible dose (or 
following), a game machine can be made to execute a game program. When the server 
which carries out batch management of the game play right according to 
communication failure etc. cannot be accessed, a game machine can be made to 
execute a game program by this. 

[0020]In order to solve the second problem of the above, the network game system 
concerning this invention, A center server and the game machine which is installed in 
play facilities, and a communication interface is carried out to said center server, and 
executes a game program, Are a ****** network game system and said center server, 
The game machine identification information reception means which receives the 
game machine identification information for identifying said game machine from said 
game machine, The play-facilities identification information acquisition means which 
acquires the play-facilities identification information for identifying the play facilities 
in which the game machine which transmits said game machine identification 
information is installed, A motion-control determination means to opt for the motion 
control to said game machine based on said play-facilities identification information 
and said game machine identification information which receives from said game 
machine, Including the motion-control information transmission means which 
transmits the motion-control information showing the motion control for which it opts 
by said motion-control determination means to said game machine, said game 
machine, The game machine identification information storage means which 
memorizes said game machine identification information, the game machine 
identification information transmitting means which transmits said game machine 
identification information to said center server, and the motion-control information 
receiving means which receives said motion-control information from said center 
server, Based on said motion-control information received from said center server, a 
motion-control means to control operation of said game machine is included. 
[0021] [0021]. It has below ** concerning this invention. 
Game machine discernment which TASABA is a center server by which a 
communication interface is carried out to a game machine installed in play facilities, 



and receives game machine identification information for identifying said game 
machine from said game machine. 

Play-facilities discernment which acquires play-facilities identification information 
for discriminating play facilities in which a game machine which transmits said game 
machine identification information is installed from a reception means. 
Motion control which transmits motion-control information showing motion control 
for which it opts based on an acquisition means, and said game machine identification 
information which receives from said game machine and said play-facilities 
identification information by motion-control determination means to opt for motion 
control to said game machine, and said motion-control determination means to said 
game machine. 

[0022] A program concerning this invention is a program for operating a computer as a 
center server by which a communication interface is carried out to a game machine 
installed in play facilities, A game machine identification information reception 
means which receives game machine identification information for identifying said 
game machine from said game machine, A play-facilities identification information 
acquisition means which acquires play-facilities identification information for 
identifying play facilities in which said game machine which transmits said game 
machine identification information is installed, Based on said game machine 
identification information which receives from said game machine, and said play- 
facilities identification information, It is a program for operating said computer as a 
motion-control determination means to opt for motion control to said game machine, 
and a motion-control information transmission means which transmits motion-control 
information showing motion control for which it opts by said motion-control 
determination means to said game machine. 

[0023] [0023]. A center sir concerning this invention is provided with the following. 
Game machine identification information which a control method is the control 
method of a center server by which a communication interface is carried out to a game 
machine installed in play facilities, and receives game machine identification 
information for identifying said game machine from said game machine. 
Play-facilities identification information which acquires play-facilities identification 
information for discriminating from a step play facilities in which said game machine 
which transmits said game machine identification information is installed. 
A motion-control determination step which opts for motion control to said game 
machine based on a step, and said game machine identification information which 



receives from said game machine and said play-facilities identification information, 
Motion-control information for which motion-control information showing motion 
control for which it opts by said motion-control determination step is transmitted to 
said game machine. 

[0024] [0024]. This invention is equipped with the following. 
Game machine discernment which is a game machine which a game machine is 
installed in play facilities, and a communication interface is carried out to a center 
server, and executes a game program, and memorizes game machine identification 
information for identifying said game machine. 

A memory measure and game machine discernment which transmits said game 
machine identification information to said center server. 
Operation of said game machine is controlled based on a transmitting means, a 
motion-control information receiving means which receives motion-control 
information from said center server, and said motion-control information received 
from said center server. 

[0025]The program concerning this invention is installed in play facilities, and a 
communication interface is carried out to a center server, It is a program for operating 
a computer as a game machine which executes a game program, The game machine 
identification information storage means which memorizes the game machine 
identification information for identifying said game machine, The game machine 
identification information transmitting means which transmits said game machine 
identification information to said center server, It is a program for considering it as a 
motion-control means to control operation of said game machine, based on the 
motion-control information receiving means which receives motion-control 
information from said center server, and said motion-control information received 
from said center server, and operating a computer. 

[0026] [0026]. The game concerning this invention is provided with the following. 
Game machine identification information which is the control method of a game 
machine of the control method being installed in play facilities including a memory 
measure, and a communication interface being carried out to a center server, and 
executing a game program, and makes said memory measure memorize the game 
machine identification information for identifying said game machine. 
A step and the game machine identification information by which said game machine 
identification information is transmitted to said center server. 



Operation which controls operation of said game machine based on a step, the motion- 
control information reception step which receives motion-control information from 
said center server, and said motion-control information received from said center 
server. 

[0027]In this invention, a game machine transmits game machine identification 
information for identifying a game machine to a center server. A center server 
acquires play-facilities identification information for identifying play facilities (game 
center) in which this game machine is installed. And a center server opts for motion 
control to this game machine based on game machine identification information and 
play-facilities identification information, and transmits motion-control information to 
a game machine. In a game machine, motion control based on this motion-control 
information is performed. 

[0028]According to this invention, motion control of a game machine can be 
performed now based on game machine identification information and play-facilities 
identification information. For this reason, when a game machine includes origin of 
other operators, control to this game machine can be performed that fine service of 
grain should be provided. 

[0029]In one mode of this invention, said center server, Game machine installation 
information which matches said game machine identification information and said 
play-facilities identification information including a game machine installation 
information memory measure to memorize said motion-control determination means, 
It opts for motion control to said game machine based on said game machine 
identification information which receives from said game machine, said play-facilities 
identification information acquired by said play-facilities identification information 
acquisition means, and said game machine installation information. If it carries out 
like this, the justification of correspondence relation between game machine 
identification information which receives from a game machine, and play-facilities 
identification information acquired in a center server can be judged in the light of the 
contents of game machine installation information. 

[0030]In one mode of this invention, said motion-control means restricts execution of 
said game program based on said motion-control information. If it carries out like 
this, execution of the game program of a game machine can be especially restricted to 
a case predetermined. 

[003 l]In order to solve the third problem of the above, the network game system 
concerning this invention, While being installed in a center server and play facilities 



and carrying out a communication interface to said center server, The game machine 
which executes a game program based on the data or the program which a 
communication interface is carried out to 1 or two or more service servers, and is 
received from said service server, Are a ****** network game system and said center 
server, The table storing means which memorizes the table which matches the access 
information to the service server which provides the service which said game machine 
uses, and this service, The access information request reception means which receives 
an access information demand from said game machine, The access information 
reading means which reads the access information corresponding to said access 
information demand which receives from said game machine from said table storing 
means, Including the access information transmitting means which transmits the 
access information read by said access information reading means to said game 
machine, said game machine, The access information demand transmitting means 
which transmits said access information demand to said center server, and the access 
information storage means which memorizes said access information, The access 
information reception means which receives said access information from said center 
server, The access information update means which updates the access information 
memorized by said access information storage means based on the access information 
received from said center server, Based on the access information memorized by said 
access information storage means, a motion-control means to control operation of said 
game machine is included. 

[0032] [0032]. It has below ** concerning this invention. 

TE which TASABA is a center server by which a communication interface is carried 
out to a game machine by which a communication interface is carried out to 1 or two 
or more service servers, and memorizes a table which matches access information to a 
service server which provides service which said game machine uses, and this service. 
A memory measure and access information which receives an access information 
demand from said game machine. 

Access which transmits access information read by a reception means, an access 
information reading means which reads access information corresponding to said 
access information demand which receives from said game machine from said table 
storing means, and said access information reading means to said game machine. 

[0033]A program concerning this invention is a program for operating a computer as a 
center server by which a communication interface is carried out to a game machine by 
which a communication interface is carried out to 1 or two or more service servers, A 



table storing means which memorizes a table which matches access information to a 
service server which provides service which said game machine uses, and this service, 
An access information request reception means which receives an access information 
demand from said game machine, An access information reading means which reads 
access information corresponding to said access information demand which receives 
from said game machine from said table storing means, And it is a program for 
considering it as an access information transmitting means which transmits access 
information read by said access information reading means to said game machine, and 
operating said computer. 

[0034] [0034]. A center sir concerning this invention is provided with the following. 
A control method is the control method of a center server by which a communication 
interface is carried out to a game machine by which a communication interface is 
carried out to 1 or two or more service servers including a memory measure, A table 
which makes said memory measure memorize a table which matches access 
information to a service server which provides service which said game machine uses, 
and this service. 

A step and an access information demand which receives an access information 
demand from said game machine. 

Access information by which access information read by step, access information 
read-out step which reads access information corresponding to said access information 
demand which receives from said game machine from said memory measure, and said 
access information read-out step is transmitted to said game machine. 

[0035][0035]. This invention is equipped with the following. 

While a game machine is installed in play facilities and a communication interface is 
carried out to a center server, Access information by which it is a game machine 
which executes a game program based on data or a program which a communication 
interface is carried out to 1 or two or more service servers, and is received from said 
service server, and an access information demand is transmitted to said center server. 
Access which remembers said access information to be a transmitting means. 
A memory measure and an access information reception means which receives said 
access information from said center server, Operation of said game machine is 
controlled based on access information memorized by an access information update 
means which updates access information memorized by said access information 
storage means based on access information received from said center server, and said 
access information storage means. 



[0036] While a program concerning this invention is installed in play facilities and a 
communication interface is carried out to a center server, It is a program for operating 
a computer as a game machine which executes a game program based on data or a 
program which a communication interface is carried out to 1 or two or more service 
servers, and is received from said service server, An access information demand 
transmitting means which transmits an access information demand to said center 
server, An access information storage means which memorizes said access 
information, an access information reception means which receives said access 
information from said center server, An access information update means which 
updates access information memorized by said access information storage means 
based on access information received from said center server, And it is a program for 
considering it as a motion-control means to control operation of said game machine, 
based on access information memorized by said access information storage means, 
and operating a computer. 

[0037] [0037]. A game concerning this invention is provided with the following. 
While a control method is installed in play facilities including a memory measure and 
a communication interface is carried out to a center server, An access information 
demand which is the control method of a game machine of executing a game program 
based on data or a program which a communication interface is carried out to 1 or two 
or more service servers, and is received from said service server, and transmits an 
access information demand to said center server. 

Access information which makes said memory measure remember said access 
information to be a step. 

A step and an access information receiving step which receives said access 
information from said center server, Operation which controls operation of said game 
machine based on access information remembered to be an access information 
renewal step which updates access information memorized by said memory measure 
based on access information received from said center server by said memory 
measure. 

[0038]In this invention, batch management of the access information to a service 
server is carried out in a center server. A game machine requires the access 
information to a service server of a center server. A center server transmits the access 
information which read and read access information according to the demand which 
receives from a game machine to a game machine. A game machine is accessed to a 



service server based on the received access information. 

[0039] According to this invention, in a center server, batch management of the access 
information to a service server is carried out. A game machine acquires this access 
information from a center server, and is accessed to a service server based on this 
access information. For this reason, the composition of a system can be changed, 
without performing a setting variation by the game machine side. 
[0040] 

[Mode for carrying out the invention]Hereafter, the suitable embodiment of this 
invention is described in detail based on Drawings. 

[0041] 1. Entire configuration drawing 1 of a network game system is a figure showing 
the entire configuration of the network game system concerning an embodiment of the 
invention. The network game system 10 shown in the figure manages the game play 
of many game machines 1 8 installed in two or more game centers (play facilities) 12, 
respectively, or provides network games, such as a versus fighting game using a 
network. Each game center 12 has come to be able to carry out data communications 
with the center server 22 and the game server 24 via the communication networks 20, 
such as the Internet, a dial-up line or a dedicated line. A different network address can 
be assigned to each game center 12, and the address in the network address of the 
game center 12 in which this game machine 18 is installed can be assigned to each 
game machine 1 8 now. 

[0042]The center server 22 is constituted, for example using a publicly known server 
computer, and is managed by those etc. who accepted the trust from the 
manufacturing company of the game machine 18, the work companies of the game 
program executed with the game machine 18, or those companies. The game server 24 
is also constituted, for example using a publicly known server computer, and is 
managed by those etc. who accepted the trust from the manufacturing company of the 
game machine 1 8, the work companies of the game program executed with the game 
machine 1 8, or those companies. 

[0043]Each game center 12 is provided with LAN(Local Area Network) 16, and two 
or more game machines 18 are connected to this LAN16. Each game machine 18 CPU 
(Central Processing Unit), Memory storage, such as RAM (Random Access Memory) 
and ROM (Read Only Memory), If it is a publicly known computer game system 
constituted including input devices, such as a display, a joy stick, and a button, and a 
player throws a coin into a coin slot (charge collecting means) as a game play charge, 
Unless the game program performance restriction of the game machine 18 is made so 
that it may mention later, a game program can start and a player can enjoy a game. It 



may be made for a prepaid card reader etc. to collect a game play charge from a player 
by other charge collecting means. 

[0044]In the network game system 10 which has the above composition. Hardware 
and software of the game machine 18 dissociate, and are dealt with, and although the 
operator needs to purchase or lease the hardware (case) itself, it is not necessary to 
purchase or lease it about software (game program). A maker sells to an operator a 
game play right to perform only the number of times of specification with the game 
machine 1 8, and an operator makes a game center user use the game machine 18 
about software based on it. The game machine 18 performs processing (the following, 
settling processing) which makes a game play right to have purchased whenever it 
executes a game program consume based on game program execution frequency, and 
performance restriction of a game program is performed according to the result. In 
this case, even if it is a case so that communication failure etc. cannot perform settling 
processing, the game machine 18 can continue execution of a game program. 
[0045]In the network game system 10, in order to provide fine service of grain, an 
installation condition (in which game center 12 is the game machine 18 installed?) of 
the game machine 18 can be managed. That is, when the game machine 18 includes 
origin of other operators, control to this game machine 18 can be performed that fine 
service of grain should be provided. In particular, in a predetermined case, 
performance restriction of a game program can be controlled now to the game 
machine 18. 

[0046]The network game system 10 provides what is called a network (on-line) game 
that executes a game program based on data and a program which the game machine 
18 receives from a service server (the center server 22 and the game server 24). The 
game machine 1 8 executes a game program, accessing the center server 22 and the 
game server 24 (service which these servers specifically provide) if needed. Access 
information to the center server 22 or the game server 24 has come to be able to carry 
out batch management in the center server 22 so that the necessity for a setting 
variation may not arise in the game machine 18, when performing a configuration 
change of a system. 

[0047]2. The block diagram 2 of a center server is a figure showing a functional block 
of the center server 22. As shown in the figure, the center server 22 is constituted 
including the communications department 30, the control section 40, and the 
management data base 50. The communications department 30 is constituted, for 
example including a publicly known communication interface, and communicates 
with the game machine 18 via the communication network 20. The communications 



department 30 includes the play actual quantity receive section 32, the settled play 
amount transmission section 33, the game machine identification information receive 
section 35, the motion-control information transmission section 36, the access 
information demand receive section 38, and the access information transmission 
section 39. 

[0048]The play actual quantity receive section 32 receives play actual quantity 
transmitted from the game machine 18. The settled play amount transmission section 
33 transmits a settled play amount computed by the settled play amount calculation 
part 42 to the game machine 18. The game machine identification information receive 
section 35 receives game machine identification information transmitted from the 
game machine 18. The motion-control information transmission section 36 transmits 
motion-control information showing motion control for which the motion-control 
deciding part 46 opts to the game machine 18. The access information demand receive 
section 38 receives an access information demand transmitted from the game machine 
18. The access information transmission section 39 transmits access information read 
from the management data base 50 by the access information read section 48 to the 
game machine 18. 

[0049]The control section 40 is constituted including input devices, such as memories, 
such as CPU, RAM, and ROM, a display, a mouse, and a keyboard, updates the 
management data base 50, or controls communication with the game machine 18 
installed in each game center 12. The control section 40 contains the settled play 
amount calculation part 42, the play-facilities identification information obtaining part 
44, the motion-control deciding part 46, and the access information read section 48. 
The settled play amount calculation part 42 computes a settled play amount based on 
play actual quantity transmitted from the game machine 18, and a game play right 
memorized by the management data base 50 to have purchased. 
[0050]The play-facilities identification information obtaining part 44 acquires the 
play-facilities identification information for identifying the play facilities (game 
center 12) in which the game machine 18 which transmits game machine 
identification information is installed. According to this embodiment,^ order that a 
different network address may assign each game center 12, this network address is 
used as play-facilities identification information. A network address is acquired from 
the packet used in order to transmit and receive game machine identification 
information. Play-facilities identification information is not restricted to a network 
address, but the game machine 18 transmits play-facilities identification information, 
such as game center ID (Identification), with game machine identification 



information, and it may be made to acquire this game center ID in the center server 
22. 

[005 l]The motion-control deciding part 46 opts for the motion control to the game 
machine 18 based on play-facilities identification information and game machine 
identification information. Play-facilities identification information and game machine 
identification information match with the management data base 50, and it 
memorizes, It is judged whether the correspondence relation between the play- 
facilities identification information acquired by the play-facilities identification 
information obtaining part 44 and the game machine identification information which 
receives from the game machine 18 is in agreement with the contents of the 
management data base 50. In not being in agreement, it opts for the motion control to 
the game machine 18 in order to restrict execution of a game program. The access 
information read section 48 reads the access information corresponding to the access 
information demand transmitted from the game machine 18 from the service 
information table of the management data base 50. 

[0052]The management data base 50 is what is constituted, for example by hard disk 
memory storage, A game center information table (refer to drawing 3 ), a game 
machine installation information table (refer to drawing 4 ), a play residue information 
table (refer to drawing 5 \ a play achievement information table (refer to drawing 6), 
and a service information table (refer to drawing 7) are included. A game machine 
installation information memory measure and a table storing means are realized by a 
game machine installation information table of the management data base 50, and 
service information table, respectively. 

[00531 Drawing 3 shows the contents of the game center information table. A game 
center information table is for memorizing a network address assigned to each game 
center 12. As mentioned above, a different network address is assigned to each game 
center 12, and these are memorized. Here, game center ID is information which 
identifies each game center 12. 

[00541 Drawing 4 shows the contents of the game machine installation information 
table. A game machine installation information table is for memorizing the game 
machine 18 (game center 12 in which each game machine 18 is installed) currently 
installed in each game center 12. By this, batch management of the installation 
condition of each game machine 18 is carried out. Here, game machine ID is game 
machine identification information, and identifies each game machine 18. Game 
machine ID can be provided, for example for every case, game board, or software, and 
can serve as an administration object of fee collection or maintenance. Thecontents of 



the ID chip in which game machine ID is used, for example for a game board, A 
MAC (Media Access Control) address of NIC (Network Interface Card), What is 
necessary is just to make it generate based on information peculiar to hardwares, such 
as serial ID of EUI-64 (Extended Unique Identifier - 64) address and CPU. 
r00551 Drawing 5 shows the contents of the play residue information table. A play 
residue information table is for memorizing the play residue of each game center 12. 
Here, a play residue expresses the number of times or time which can execute a game 
program based on the game play right to have purchased. The operator which employs 
the game center 12 can increase a play residue by purchasing a game play right. It 
may be made to perform the purchase of a game play right via the communication 
network 20, and the order by a telephone etc. may be made to perform. Below, a play 
residue is explained as the number of times which can execute a game program. 
Although the play residue was memorized every game center 12 in this embodiment, 
it may be made to memorize a play residue every operator or game machine 18. 
Although the play residue was memorized as a game play right in this embodiment, 
The balance of the accounts (for example, prepayment account etc.) which each 
operator holds for the purchase of a game play right, etc., It may be made to memorize 
the price (purchase unit price of the game play right for an operator) of the game play 
right for executing each game program once with the game machine 1 8 as a game 
play right. 

[00561 Drawing 6 shows the contents of the play achievement information table. A 
play achievement information table memorizes play actual quantity and a settled play 
amount of each game machine 18. Here, play actual quantity expresses the number of 
times of accumulation or accumulated time in which each game machine 1 8 executed 
a game program. Play actual quantity is updated by the play actual quantity receive 
section 32 which receives play actual quantity transmitted from each game machine 
1 8. A settled play amount expresses a settled play amount among play actual quantity 
in each game machine 1 8. A settled play amount is computed and updated by the 
settled play amount calculation part 42 based on a game play right memorized by play 
actual quantity transmitted from the game machine 18, and the management data base 
50 to have purchased. Below, each game machine 18 explains play actual quantity as 
the number of times of accumulation which executed a game program. A settled play 
amount is explained as the settled number of times of a play among play actual 
quantity. 

|"0057"| Drawing 7 shows the contents of the service information table. A service 
information table has memorized access points (URL (Uniform Resource Locators) 



etc.) corresponding to service and this service. By this, batch management of the 
access point corresponding to service and this service is carried out. Here, service is 
provided by a service server (the center server 22 and the game server 24), and in 
order that the game machine 18 may execute a game program, it is used if needed. 
Although it was made to make an access point memorize for every service in this 
embodiment, it may be made to make an access point corresponding to service 
memorize for every game program. If it carries out like this, according to a game 
program executed, an access point corresponding to the same service can be changed. 
[0058]3. The block diagram 8 of a game machine is a figure showing a functional 
block of the game machine 18. As shown in the figure, the game machine 18 is 
constituted including the storage parts store 60, the control section 70, and the 
communications department 80. The control section 70 Memories, such as CPU, 
RAM, and ROM, a display, A coin authentication device which judges truth and the 
amount of money of a coin thrown in from game operation input devices, such as a 
joy stick and a button, and a coin slot, It is what is constituted including equipment 
which supplies game programs, such as sound devices, such as a loudspeaker, and a 
CD-ROM (Compact Disc - Read Only Memory) drive, to the game machine 18, It has 
the function to bear a function (game program execution function) as the usual game 
machine 18, and also to restrict execution of this game program based on the contents 
of the play actual quantity storage parts store 62, the settled play amount storage parts 
store 63, and the outstanding play permissible dose storage parts store 64. The control 
section 70 contains the settled play amount updating section 74, the motion-control 
part 76, and the access information updating section 78. 

[0059]The settled play amount updating section 74 updates a settled play amount 
memorized by the settled play amount storage parts store 63 based on a settled play 
amount transmitted from the center server 22. The motion-control part 76 controls 
operation of the game machine 1 8 based on play actual quantity memorized by the 
play actual quantity storage parts store 62, a settled play amount memorized by the 
settled play amount storage parts store 63, and an outstanding play permissible dose 
memorized by the outstanding play permissible dose storage parts store 64. The 
motion-control part 76 controls operation of the game machine 18 based on motion- 
control information received from the center server 22. The motion-control part 76 
controls operation of the game machine 18 based on access information memorized by 
the access information storage section 66. The access information updating section 78 
updates access information memorized by the access information storage section 66 
based on access information transmitted from the center server 22. 



[0060]The communications department 80 is for being constituted, for example 
including a publicly known communication interface, and carrying out data 
communications with the center server 22 or the game server 24 via LAN 16 and the 
communication network 20. The communications department 80 includes the play 
actual quantity transmission section 82, the settled play amount receive section 83, the 
game machine identification information transmission section 84, the motion-control 
information reception part 85, the access information demand transmission section 86, 
and the access information receive section 87. 

[0061] The play actual quantity transmission section 82 reads play actual quantity 
from the play actual quantity storage parts store 62, and transmits this play actual 
quantity to the center server 22. The settled play amount receive section 83 receives a 
settled play amount transmitted from the center server 22. The game machine 
identification information transmission section 84 reads game machine ID (game 
machine identification information) from the game machine identification information 
storage parts store 65, and transmits this game machine ID to the center server 22. The 
motion-control information reception part 85 receives motion-control information 
transmitted from the center server 22. The access information demand transmission 
section 86 transmits an access information demand to the center server 22. The access 
information receive section 87 receives access information transmitted from the center 
server 22. 

[0062]The storage parts store 60 is constituted by data storage means of RAM, hard 
disk memory storage, etc., for example, and contains the play actual quantity storage 
parts store 62, the settled play amount storage parts store 63, the outstanding play 
permissible dose storage parts store 64, the game machine identification information 
storage parts store 65, and the access information storage section 66. The play actual 
quantity storage parts store 62 memorizes the number of times of accumulation to 
which the game machine 1 8 executed a game program as play actual quantity. The 
settled play amount storage parts store 63 memorizes settled play actual quantity 
transmitted from the center server 22. This settled play actual quantity is the settled 
number of times of a play among play actual quantity in the game machine 18. The 
outstanding play permissible dose storage parts store 64 memorizes an outstanding 
play permissible dose of the game machine 18. An outstanding play permissible dose 
expresses the number of times or time which allows the game machine 18 to execute a 
game program without settlement of accounts. Below, it explains as the number of 
times which allows executing a game program without settlement of an outstanding 
play permissible dose. The game machine identification information storage parts 



store 65 memorizes game machine ID of the game machine 18. The access 
information storage section 66 memorizes an access information table (refer 
to drawing 10 ) acquired from the center server 22. 

r00631 Drawing 9 shows the contents of the play actual quantity storage parts store 62, 
the settled play amount storage parts store 63, and the outstanding play permissible 
dose storage parts store 64. Play actual quantity is memorized by the play actual 
quantity storage parts store 62, and the game machine 18 expresses the number of 
times of accumulation which executed the game program. Play actual quantity is 
updated by being added by execution frequency, after the game machine 18 executes a 
game program (after a game play is completed). A settled play amount is memorized 
by the settled play amount storage parts store 63, and is updated by receiving the 
settled play amount transmitted from the center server 22. An outstanding play 
permissible dose is memorized by the outstanding play permissible dose storage parts 
store 64. It may enable it to update an outstanding play permissible dose from the 
center side via the communication network 20. 

[0064] Drawing 10 shows the contents of the access information table. The access 
information table has memorized the access points (URL etc.) corresponding to 
service and this service. Here, service is as the above-mentioned (refer to drawing 7 ). 
The contents of the access information table are updated by receiving the access 
information transmitted from the center server 22 to the access information demand 
from the game machine 18. 

[0065]4. settling processing and the performance restriction of a game program -- here 
explains the settling processing in the network game system 10, and the game 
program performance restriction processing in the game machine 18. in these 
processings, the game machine 1 8 executes a game program ~ every (a game play is 
made) - it is carried out and is specifically carried out after game program execution 
(after the end of a game play). 

[00661 Drawing 1 1 shows processing of the game machine 18 after executing a game 
program. As shown in the figure, the control section 70 of the game machine 18 reads 
play actual quantity from the play actual quantity storage parts store 62 first. And 
game program execution frequency (number of times of a game play) is added to this 
play actual quantity. Here, when the game play of the execution frequency is 
simultaneously carried out by two or more players, it is a part for the player number, 
and what is called when continuing is carried out and a game play is carried out, a part 
for continuing is included. For example, execution frequency will be 4 times, when a 
game play is simultaneously carried out by two persons' player and each player carries 



out continuing 1 time respectively by it. And the control section 70 of the game 
machine 1 8 makes the play actual quantity storage parts store 62 memorize the play 
actual quantity after addition. That is, the contents of the play actual quantity storage 
parts store 62 are updated (S101). 

[0067]Next, the play actual quantity transmission section 82 of the game machine 18 
reads play actual quantity from the play actual quantity storage parts store 62, reads 
game machine ID from the game machine identification information storage parts 
store 65, and transmits this play actual quantity and this game machine ID to the 
center server 22 (SI 02). In the center server 22, this play actual quantity is received 
and a settled play amount is computed. This settled play amount is transmitted to the 
game machine 18 (refer to drawing 12 ). The settled play amount receive section 83 of 
the game machine 1 8 supervises whether whether there being any response from the 
center server 22 and this settled play amount are received (SI 03). When this settled 
play amount is received in predetermined time, the settled play amount updating 
section 74 makes the settled play amount storage parts store 63 memorize this settled 
play amount. That is, the contents of the settled play amount storage parts store 63 are 
updated with this settled play amount (SI 04). 

[0068]On the other hand, in not receiving this settled play amount in predetermined 
time, it judges that there is no response from the center server 22, and shifts to the 
judging process of the performance restriction of a game program, without updating 
the contents of the settled play amount storage parts store 63. In this case, a difference 
(the following, outstanding play amount) will arise between the settled play amounts 
memorized by the play actual quantity memorized by the play actual quantity storage 
parts store 62 and the settled play amount storage parts store 63. 
[0069]The motion-control part 76 reads the play actual quantity memorized by the 
play actual quantity storage parts store 62 and the settled play amount memorized by 
the settled play amount storage parts store 63, and computes an outstanding play 
amount. And the outstanding play permissible dose memorized by the outstanding 
play permissible dose storage parts store 64 is read, and comparison with an 
outstanding play amount is performed (S105). If an outstanding play amount is below 
an outstanding play permissible dose, this processing will be ended without 
performing performance restriction of a game program. On the other hand, when an 
outstanding play amount exceeds an outstanding play permissible dose, it restricts so 
that execution of a game program may become impossible (SI 06). 
[0070]In this embodiment, after executing a game program, play actual quantity etc. 
were transmitted to the center server 22, but it may be made to transmit before game 



program execution (when a player throws in a coin etc.). It may be made to transmit 
including a kind, number of sheets, etc. of the coin which the information to transmit 
was not restricted to play actual quantity and game machine ID, either, for example, 
was thrown in. 

[0071] Drawing 12 shows processing when the play actual quantity receive section 32 
of the center server 22 receives play actual quantity. As shown in the figure, the play 
actual quantity receive section 32 which received play actual quantity, The play actual 
quantity corresponding to game machine ID which received from the game machine 
18 is read from a play achievement information table, and the difference (play amount 
for the following and settlement of accounts) of the play actual quantity received from 
the game machine 18 and the play actual quantity read from the play achievement 
information table is computed. The play actual quantity received from the game 
machine 1 8 as play actual quantity corresponding to this game machine ID in the play 
achievement information table is made to memorize. That is, the contents of the play 
achievement information table are updated with game machine ID and play actual 
quantity which were received from the game machine 18 (S201). 
[0072]Next, the settled play amount calculation part 42 reads game center ID in which 
game machine ID which received from the game machine 18 is installed from a game 
machine installation information table. A play residue of this game center ID is read 
from a play residue information table. And comparison with this play amount for 
settlement of accounts and this play residue is performed. When this play amount for 
settlement of accounts is below this play residue, settlement of accounts to this play 
amount for settlement of accounts becomes possible with this play residue. Therefore, 
the settled play amount calculation part 42, A settled play amount corresponding to 
this game machine ID is read from a play achievement information table, this play 
amount for settlement of accounts is added to this settled play amount, and this 
is made to memorize as a settled play amount corresponding to this game machine ID 
of a play achievement information table. On the other hand, when this play amount for 
settlement of accounts exceeds this play residue, all of these play amounts for 
settlement of accounts or settlement of accounts which receives in part becomes 
impossible with this play residue. Therefore, the settled play amount calculation part 
42, A settled play amount corresponding to this game machine ID is read from a play 
achievement information table, a play amount settled to this settled play amount is 
added, and this is made to memorize as a settled play amount corresponding to this 
game machine ID of a play achievement information table. That is, a settled play 
amount corresponding to this game machine ID of a play achievement information 



table is updated (S202). 

[0073]Next, this play amount for settlement of accounts is subtracted from this play 
residue, and this is made to memorize as a play residue to this game center ID of a 
play residue information table. That is, a play residue of this game center ID 
memorized by play residue information table is updated (S203). Here, when play 
residues run short, a play residue serves as a minus value. And the settled play amount 
transmission section 33 reads a settled play amount corresponding to this game 
machine ID from a play achievement information table, and transmits this settled play 
amount to the game machine 18 (S204). In the game machine 18, this settled play 
amount is received and the above-mentioned processing (S104-S106) is performed. 
[0074]Here, a judging process (SI 05) of game program performance restriction of the 
game machine 18 is explained in more detail. Drawing 13 The contents of the play 
actual quantity storage parts store 62 of the game machine 18, the settled play amount 
storage parts store 63, and the outstanding play permissible dose storage parts store 
64, And a play residue of the game center 12 in which this game machine 18 read 
from a play actual quantity [ of this game machine 18 ] and settled play amount, and 
play residue information table read from a play achievement information table of the 
center server 22 is installed is displayed. 

[0075]The figure (a) shows the state where the game machine 18 executed a game 
program 100 times until now. In the game machine 18, 100 is memorized as play 
actual quantity and a settled play amount, and 10 is memorized as an outstanding play 
permissible dose. In the center server 22, 100 is memorized as play actual quantity 
and a settled play amount, and 15 is memorized as a play residue. That is, the game 
machine 1 8 is settled about 100 batches which executed a game program, and it is 
shown that a game play right that the game machine 1 8 can be made to execute a 
game program 15 more times is registered into the center server 22. 
[0076] In a state of the figure (a), if the game machine 1 8 executes a game program 
once and settling processing is performed in the center server 22, it will be in a state 
of the figure (b). Play actual quantity and a settled play amount are updated for the 
game machine 1 8 and the center server 22 from 100 to 101 . A play residue of the 
center server 22 is updated from 15 to 14. 

[0077]In a state of the figure (b), the figure (c) shows a state at the time of the ability 
not to transmit and receive with the center server 22 according to communication 
failure, although the game machine 18 executed a game program once. An 
outstanding play amount has occurred in the game machine 1 8. However, since an 
outstanding play amount (1) is below an outstanding play permissible dose (10), 



performance restriction of a game program is not performed. That is, in an example 
shown in the figure, if an outstanding play amount generated according to 
communication failure etc. is ten or less, performance restriction of a game program 
will not be performed. If it can transmit and receive with the center server 22 and 
settling processing is completed after game program execution next time, an 
outstanding play amount will be canceled. In this embodiment, since transmission and 
reception of play actual quantity between the game machine 18 and the center server 
22 and a settled play amount are performed not in increased/decreased value but in an 
absolute value, when communication failure etc. occur, it is difficult to generate 
faults, such as mismatching of data. 

[0078] According to the above, motion control of the game machine 18 is performed 
based on play actual quantity memorized by the play actual quantity storage parts 
store 62, a settled play amount memorized by the settled play amount storage parts 
store 63, and an outstanding play permissible dose memorized by the outstanding play 
permissible dose storage parts store 64. By this, even if the center server 22 cannot be 
accessed according to communication failure etc., i.e., it is a case where the center 
server 22 to a response cannot be found (a settled play amount is not received), The 
game machine 1 8 can execute a game program now by judging play actual quantity, 
settled play amount, and outstanding play permissible dose group ****** game 
program performance restriction memorized itself. 

[0079] 5. Explain motion control according to an installation condition over a game 
machine next motion control according to an installation condition over the game 
machine 18, and especially processing that controls performance restriction of a game 
program to the game machine 1 8 in a predetermined case. 

[0080] Drawing 14 shows processing in the game machine 18. As shown in the figure, 
the game machine identification information transmission section 84 of the game 
machine 1 8 reads game machine ID from the game machine identification information 
storage parts store 65, and transmits this game machine ID to the center server 22 
(S301). In the center server 22, it opts for motion control to the game machine 18 
based on this game machine ID, and motion-control information which makes this 
motion control the contents is transmitted to the game machine 18 (refer to drawing 
15). Here, motion-control information includes expiration date information which 
shows the term of validity when action propriety information which shows propriety 
of the game machine 18 of operation, and operation are possible. 
[0081]Next, it is supervised whether the motion-control information reception part 85 
of the game machine 18 receives whether there is any response from the center server 



22, and motion-control information (S302). It ends this processing, in not receiving 
motion-control information in predetermined time. On the other hand, when motion- 
control information is received in predetermined time, action propriety information 
included in this motion-control information is checked (S303). This processing is 
ended when action propriety information is what shows a failure of operation. On the 
other hand, when action propriety information is what shows C of operation, 
expiration date information memorized by the storage parts store 60 is updated by 
expiration date information included in this motion-control information (S3 04). The 
game machine 18 will restrict execution of a game program, if it passes the term of 
validity shown in expiration date information memorized by the storage parts store 
60. 

[0082]Based on this expiration date information, what is necessary is just made here, 
to perform this processing. For example, what is necessary is making it just make it 
perform, when a half of a period by this term of validity passes. What is necessary is 
making it just make it perform with a predetermined time interval, after a half of a 
period by this term of validity passes. What is necessary is just to shorten a 
predetermined time interval as this term of validity is approached. If it carries out like 
this, as long as this processing will be normally performed by the time this term of 
validity passes (performing to S3 04) and expiration date information will be updated, 
performance restriction of a game program will be performed. What is necessary is 
just made to perform this processing at the time of starting of the game machine 18. In 
this embodiment, when the term of validity passed, execution of a game program was 
restricted, but it may be made to suspend operation of the game machine 1 8. It may be 
made to perform other motion control. 

[00831 Drawing 15 shows processing when the game machine identification 
information receive section 35 of the center server 22 receives game machine ID. As 
shown in the figure, the play-facilities identification information obtaining part 44 
acquires the information for identifying the game center 12 in which the game 
machine 1 8 which transmitted this game machine ID is installed. The network address 
specifically added to the packet used for transmission and reception of this game 
machine ID is acquired (S401). According to this embodiment, since a network 
address which is different in each game center 12 is assigned, the network address can 
serve as play-facilities identification information which identifies each game center 
12. 

[0084]Next, the motion-control deciding part 44 checks whether this game machine 
ID is registered into the game machine installation information table (S402). When 



not registered, motion-control information including the action propriety information 
which shows a failure of operation is generated (S405). On the other hand, when 
registered, game center ID corresponding to this game machine ID is read from a 
game machine installation information table. The network address corresponding to 
this game center ID is read from a game center information table. 
[0085]And a network address acquired in S401 is compared with a network address 
acquired from a game center information table (S403). When a network address is in 
agreement, it judges that a network address acquired in S401 is just, and motion- 
control information including action propriety information which shows **** of 
operation, and expiration date information is generated (S404). On the other hand, in 
not being in agreement, it generates motion-control information including action 
propriety information which shows a failure of operation (S405). And the motion- 
control information transmission section 36 transmits motion-control information 
generated in S404 or S405 to the game machine 18. In the game machine 18, this 
motion-control information is received and the above-mentioned processing (S3 03, 
S304) is performed. 

[0086]According to the above, based on game machine identification information 
(game machine ID) and play-facilities identification information (network address), 
motion control to the game machine 18 can be performed now. For this reason, an 
installation condition of the game machine 18 is managed, and when a game machine 
includes origin of other operators, motion control to this game machine 1 8 can be 
performed that fine service of grain should be provided. 

[0087]6. Explain processing in the game machine 18 and the center server 22 about 
batch management of access information over batch management of access 
information, next service. 

[0088"| Drawing 16 shows processing for the game machine 18 to acquire access 
information. As shown in the figure, the access information demand transmission 
section 86 of the game machine 18 transmits an access information demand to the 
center server 22 (S501). In the center server 22, this access information demand is 
received and access information over this access information demand is transmitted to 
the game machine 18 (refer to drawing 17 ). The access information receive section 87 
of the game machine 18 supervises whether whether there being any response from 
the center server 22 and access information are received (S502). It ends this 
processing, in not receiving access information in predetermined time. On the other 
hand, when access information is received in predetermined time, the access 
information updating section 78 updates the contents of the access information storage 



section 66 by this access information (S503). What is necessary is just made to 
perform this processing at the time of starting of the game machine 1 8. What is 
necessary is making it just make it perform for every predetermined time after 
starting. 

[0089] Drawing 17 shows processing of the center server 22 when the access 
information demand receive section 38 of the center server 22 receives an access 
information demand. As shown in the figure, the access information read section 48 of 
the center server 22 reads access information from the service information table of the 
management data base 50 based on the access information demand which received 
(S601). And the access information transmission section 39 transmits this access 
information to the game machine 18 (S602). In the game machine 18, this access 
information is received and the above-mentioned processing (S503) is performed. 
[0090]The processing performed when the game machine 18 uses service has become 
like drawing 18 . As shown in the figure, the control section 70 of the game machine 
18 reads the access information of the service to be used from the access information 
memorized by the access information storage section 66 (S701). And the 
communications department 80 of the game machine 18 accesses service based on the 
read access information (S702). What is necessary is just to make it access the center 
server 22 in SI 02 or S3 01 based on this processing, in transmitting play actual 
quantity and game machine ID to the center server 22 from the game machine 18. 
[0091] According to the above, in the center server 22, batch management of the 
access information over service is carried out. The contents of the access information 
storage section 66 of the game machine 18 are updated by access information received 
from the center server 22 to predetermined timing. The game machine 18 performs 
access to service based on the contents of the access information storage section 66. 
What is necessary is just to change access information in which batch management is 
carried out in the center server 22 by a configuration change of a system, etc. by this 
even if change arises in access information over service, and the necessity of 
performing a setting variation in the game machine 18 can be abolished. 
[0092]Even if it is a case where the center server 22 cannot be accessed according to 
communication failure etc. according to the embodiment described above, the game 
machine 1 8, A game program can be executed by judging game program performance 
restriction based on play actual quantity, a settled play amount, and an outstanding 
play permissible dose which are memorized themselves. 

[0093] An installation condition of the game machine 18 is managed, and when the 
game machine 18 includes origin of other operators, motion control to the game 



machine 1 8 can be performed that fine service of grain should be provided. 
[0094] A configuration change of a system, etc. can be carried out without performing 
a setting variation in the game machine 18 by a configuration change of a system, etc. 
by changing access information by which batch management is carried out in the 
center server 22, even if change arises in access information over service. 
[0095]This invention is not limited to the embodiment described above. 
[0096]For example, it may be made to divide the center server 22 into two or more 
servers. For example, it may divide with the server which manages the server which 
performs settling processing, the server which manages the installation condition of 
the game machine 1 8, and the access information of service. 
[0097] 

[Effect of the Invention] When the server which carries out batch management of the 
game play right according to communication failure etc. cannot be accessed as the 
first effect, a game machine can be made to execute a game program according to this 
invention, as explained above, when a game machine includes the origin of other 
operators as the second effect, control to this game machine can be performed that 
fine service of grain should be provided. The composition of a system can be changed 
as the third effect, without performing a setting variation by the game machine side. 



DESCRIPTION OF DRAWINGS 

[Brief Description of the Drawings] 

[Drawing H it is a figure showing the hardware organization of the network game 
system concerning the embodiment of this invention. 

[Drawing 2M t is a functional block diagram of the center server concerning the 
embodiment of this invention. 

[Drawing 3] It is a figure showing the contents of the game center information table. 
[Drawing 4] It is a figure showing the contents of the game machine installation 
information table. 

[Drawing 5] It is a figure showing the contents of the play residue information table. 
[Drawing 61 It is a figure showing the contents of the play achievement information 
table. 

rDrawing 71 It is a figure showing the contents of the service information table. 
rDrawing 8] It is a functional block diagram of the game machine concerning the 
embodiment of this invention. 

rDrawing 91 It is a figure showing the contents of a play actual quantity storage parts 



store, a settled play amount storage parts store, and the outstanding play permissible 
dose storage parts store. 

fDrawing lOl It is a figure showing the contents of the access information table. 
[Drawing 1 li lt is a flow chart showing processing of the game machine after 
executing a game program. 

FDrawing 121 It is a flow chart showing processing of a center server in which play 
actual quantity was received. 

[Drawing 131 It is a figure showing the play actual quantity and the settled play 
amount which are memorized by the game machine and an outstanding play 
permissible dose, the play actual quantity memorized by the center server, a settled 
play amount, and a play residue. 

fDrawing 141 It is a flow chart showing the processing in a game machine. 
fDrawing 151 It is a flow chart showing processing of a center server in which game 
machine ID was received. 

[Drawing 161 It is a figure showing the access information acquisition processing in a 
game machine. 

[Drawing 171 It is a flow chart showing the processing of a center server to an access 
information demand. 

rDrawing 181 It is a flow chart showing processing of the game machine at the time of 
using service. 

[Explanations of letters or numerals] 

10 A network game system and 12 A game center, 16 LAN, 1 8 A game machine, 20 
communication networks, and 22 A center server and 24 Game server, 30 and 80 The 
communications department and 32 A play actual quantity receive section, 33 settled 
play amount transmission section, 35 A game machine identification information 
receive section and 36 A motion-control information transmission section, 38 access 
information demand receive section, 39 An access information transmission section, 
and 40 and 70 A control section, 42 settled play amount calculation part, 44 A play- 
facilities identification information obtaining part and 46 A motion-control deciding 
part, 48 access-information read section, 50 A management data base and 60 A 
storage parts store and 62 Play actual quantity storage parts store, 63 A settled play 
amount storage parts store and 64 Outstanding play permissible dose storage parts 
store, 65 A game machine identification information storage parts store, 66 access 
information storage sections, 74 settled play amount updating section, 76 A motion- 
control part, 78 access-information updating section, and 82 A play actual quantity 
transmission section, 83 settled play amount receive section, 84 game-machine 



identification information transmission section, and 85 A motion-control information 
reception part, 86 access information demand transmission section, 87 access- 
information receive section. 
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WRITTEN AMENDMENT 



[Written Amendment] 

[Filing date] Heisei 15(2003) May 16 (2003.5.16) 



[Amendment 1] 

[Document to be AmendedjDescription 
[Item(s) to be Amended] Claims 
[Method of Amendment] Change 
[Proposed Amendment] 
[Claim(s)] 

[Claim 1]A center server, 

A game machine which is installed in play facilities, and a communication interface is 
carried out to said center server, and executes a game program, 
It is a****** network game system, 
Said game machine, 

A play actual quantity memory measure which memorizes play actual quantity 
showing the number of times of accumulation or accumulated time which executed 
said game program, 

A settled play amount reception means which receives a settled play amount which 
expresses a settled play amount among said play actual quantity from said center 
server , 

A settled play amount update means which makes a settled play amount memory 
measure memorize said settled play amount received from said center server , 
A means to memorize a predetermined play amount. 

When a difference with said settled play amount memorized by said play actual 
quantity memorized bv said play actual quantity memory measure and said settled 
play amount memory measure is judged to be said below predetermined play amount. 
Execution of said game program is permitted , and when said difference is judged to 
be larger than said predetermined play amount, a motion-control means to restrict 
execution of said game program is included, 
Said center server, 

A settled play amount transmitting means which transmits said settled play amount to 

said game machine is included, 

A network game system characterized by things. 

[Claim 2]In the network game system according to claim 1, 

Said game machine, 

A play actual quantity transmitting means which transmits said play actual quantity to 
said center server is included, 
Said center server, 

A play actual quantity reception means which receives said play actual quantity from 



said game machine, 

Based on said play actual quantity received from said game machine, and a game play 

right to have purchased, a settled play amount calculating means which computes said 

settled play amount is included, 

A network game system characterized by things. 

[Claim 3]It is a game machine which is installed in play facilities, and a 

communication interface is carried out to a center server, and executes a game 

program, 

A play actual quantity memory measure which memorizes play actual quantity 
showing the number of times of accumulation or accumulated time which executed 
said game program, 

A settled play amount reception means which receives a settled play amount which 
expresses a settled plav amount among said play actual quantity from said center 
server , 

A settled play amount update means which makes a settled plav amount memory 
measure memorize said settled plav amount received from said center server, 
A means to memorize a predetermined plav amount, 

When a difference with said settled plav amount memorized by said play actual 
quantity memorized by said plav actual quantity memory measure and said settled 
play amount memory measure is judged to be said below predetermined play amount, 
A motion-control means to restrict execution of said game program when execution of 
said game program is permitted and said difference is judged to be l arger than said 
predetermined plav amount , 
****** - a game machine characterized by things. 

[Claim 4]It is a program for operating a computer as a game machine which is 
installed in play facilities, and a communication interface is carried out to a center 
server, and executes a game program, 

A play actual quantity memory measure which memorizes play actual quantity 
showing the number of times of accumulation or accumulated time which executed 
said game program, 

A settled play amount reception means which receives a settled plav amount which 
expresses a settled plav amount among said play actual quantity from said center 
server , 

A settled plav amount update means which makes a settled plav amount memory 
measure memorize said settled plav amount received from said center server , 
a means to memorize a predetermined plav amount — and 



When a difference with said settled play amount memorized bv said play actual 
quantity memorized by said play actual quantity memory measure and said settled 
play amount memory measure is judged to be said below predetermined play amount, 
A motion-control means to restrict execution of said game program when execution of 
said game program is permitted and said difference is judged to be l arger than said 
predetermined play amount ., 

A program for carrying out and operating a computer. 

[Claim 5]It is the control method of a game machine of it being installed inpjay. 
facilities , and a communication interface being carried out to a center server, and 
executing a game program, 

A step which makes a plav actual quantity memory measure memorize p lay actual 
quantity showing the number of times of accumulation or accumulated time which 
executed said game program, 

A step which receives a settled play amount which expresses a settled play amount 
among said plav actual quantity from said center server , 

A step which makes a settled plav amount memory measure memorize said settled 
plav amount received from said center server . 

When a difference with said settled plav amount memorized bv said plav actual 
quantity memorized bv said plav actual quantity memory measure and said settled 
plav amount memory measure is judged to be below a predetermine d plav amount, 
A step which restricts execution of said game program when execut ion of said game 
program is permitted and saiddifference is judged to be larg er than said predetermined 
play amount , 

****** - a control method of a game machine characterized by things. 
[Amendment 2] 

[Document to be Amended]Description 
[Item(s) to be Amended]0084 
[Method of Amendment] Change 
[Proposed Amendment] 

[0084]Next, the motion-control deciding part 46 checks whether this game machine 
ID is registered into the game machine installation information table (S402). When 
not registered, motion-control information including the action propriety information 
which shows a failure of operation is generated (S405). On the other hand, when 
registered, game center ID corresponding to this game machine ID is read from a 
game machine installation information table. The network address corresponding to 
this game center ID is read from a game center information table. 



[Amendment 3] 

[Document to be Amended]Description 

[Item(s) to be Amended]Brief explanation of the drawings 

[Method of Amendment] Change 

[Proposed Amendment] 

[Brief Description of the Drawings] 

[Drawing li lt is a figure showing the entire configuration of the network game system 
concerning the embodiment of this invention. 

[Drawing 2] It is a functional block diagram of the center server concerning the 
embodiment of this invention. 

[Drawing 3 l it is a figure showing the contents of the game center information table. 
[Drawing 41 It is a figure showing the contents of the game machine installation 
information table. 

[Drawing 51 It is a figure showing the contents of the play residue information table. 
[Drawing 61 It is a figure showing the contents of the play achievement information 
table. 

[Drawing 7] It is a figure showing the contents of the service information table. 
[Drawing 8] It is a functional block diagram of the game machine concerning the 
embodiment of this invention. 

[Drawing 91 It is a figure showing the contents of a play actual quantity storage parts 
store, a settled play amount storage parts store, and the outstanding play permissible 
dose storage parts store. 

[Drawing 101 It is a figure showing the contents of the access information table. 
[Drawing lll lt is a flow chart showing processing of the game machine after 
execution of a game program . 

[Drawing 12] It is a flow chart showing processing of a center server in which play 
actual quantity was received. 

[Drawing 13 l it is a figure showing the play actual quantity and the settled play 
amount which are memorized by the game machine and an outstanding play 
permissible dose, the play actual quantity memorized by the center server, a settled 
play amount, and a play residue. 

[Drawing 14] It is a flow chart showing the processing in a game machine. 
[Drawing 151 It is a flow chart showing processing of a center server in which game 
machine ID was received. 

[Drawing 161 It is a figure showing the access information acquisition processing in a 
game machine. 



[Drawing 171 It is a flow chart showing the processing of a center server to an access 
information demand. 

[Drawing 18H t is a flow chart showing processing of the game machine at the time of 
using service. 

[Explanations of letters or numerals] 

10 A network game system and 12 A game center, 16 LAN, 1 8 A game machine, 20 
communication networks, and 22 A center server and 24 Game server, 30 and 80 The 
communications department and 32 A play actual quantity receive section, 33 settled 
play amount transmission section, 35 A game machine identification information 
receive section and 36 A motion-control information transmission section, 38 access 
information demand receive section, 39 An access information transmission section, 
and 40 and 70 A control section, 42 settled play amount calculation part, 44 A play- 
facilities identification information obtaining part, 46 motion-control deciding part, 48 
access-information read section, 50 A management data base and 60 A storage parts 
store and 62 Play actual quantity storage parts store, 63 A settled play amount storage 
parts store and 64 Outstanding play permissible dose storage parts store, 65 A game 
machine identification information storage parts store, 66 access information storage 
sections, 74 settled play amount updating section, 76 A motion-control part, 78 
access-information updating section, and 82 A play actual quantity transmission 
section, 83 settled play amount receive section, 84 game-machine identification 
information transmission section, and 85 A motion-control information reception part, 
86 access information demand transmission section, 87 access-information receive 
section. 
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[00 3 11 ±E*H©HH«r»ftt5fc©lc, *«W 

SftSfcfctfc, lXtt*ft©if-f*t-'<iiffi«S 
KSft, HEf— '^feSHfrrSf-^Xtt:/ 

10 fg-iry^w^i, HtlEy-A»ijjit5t-t^t 

«*- t-x * am* a fx-*- ^©7 9 -t xfi? « 

i It T 4 5 t 1 - 7>£E1Srf 5 r - 7>E«# 

at, i^y-A*a»fc7?*xtt*8#fcgfit-r$7 

*i?x1f$g#gffi^at, WE^-A«*»fe5HBi-5 
«iE7 * **flW«*K:»Si-$ t ^-txflr **iway 
-^Bflt^aa»e>K*tH-f7 * * xit «K&ffi t#a 

i, IWB7^-fextt«tt*fflL¥llKJ:o-Ctt*W**L 
fc7 ^ * Xf^^E^- A«caiSt * 7 ^ •fe^iflS 
WE^-A^fi, WE7^-fex1f 

Elt^at, f)E7^irx1fa^HfrE-1ry^t- 

sif-f-57^*xtf#sjf#at, tuE-fey^i'-^ 

?>g<t-f 5 7 ^ -fe^tff *fc£-3v*TlWB7 ^ ^xif^SE 
*¥ftlJiE***b«7^-fe^fi!f«Sr3E3tfftS7^*^fl!f 
«jaf¥fti, WE7^-fe^tfP«E1t^aKE**ti5 

7^'■fe^^lM^ts<5v^Ts fl6Ey'-Ati©»^*iwflii" 

[0 0 3 2] *fc, /<«t, ix 

30 fc-x-fr- ^iiMWEHSiisy-Alita 

— t ^f — ^ £Jl&-f Sf — tfxtw< 
^©7^irx1fai ^m^ltT4§x-7^%Eitt 
5r-7/vE1t^at, *E^-A«*»5>7^*^flMI 

■fe x ft* * tfrEr - 7>E1t*a^ h ttl 1 7 9 * x 

■[f#K^ttiL#at, ttiE7^-fexif#K^fflL^aic 

40 -T57^-feX'lf«^f#at> *r^tnfcft««it 
5. 

[0 0 3 3] *fc % immz.&h-fv>fyM%, 1 Xfi 

*ft©f — fxt- /< t iiffg^ * ix 5 a* t a« 

SfcfeWT'n ^yi^T'&oT, HtiE^-A^SfijffitS 
fx t Kih- fx Srfttt-t 5f— fxtw^C07 
^•fe^ft«i*#j£<5tfr457 l -^«:E1tt59 l - 
7>Eit#a, MEy-A^^^7^-irxf##S*^g 
<f1-2>7^-irx1f#S*Sjf#a. WEy-A«a»?,S 
50 flM"*«E7^*^flHI»j«!:#lSt*7^*^flMlft 
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iWfBr-:/^ffiH^J£/^B^W1-7 9 -ir 

L.m &0\ ^7***1**IK*ttJL#aK:J:oT 

[0 0 3 4] Sfc, 

&fi, B*#ft«r**, lXWrot-t^t-/^ 

« £ fc*h£<J»t T ft 5 9— ^SriitflEBtt^aiclE* £ 
3 kZ> 1 r~--fMm*'rytk, mBf-mt>b7 9± 

t^tti^fflL^f^h *rE7*-fe*tiWMft*ffi 
i=.»^f1-57i!'-fe^'tf«^f^T5'7 p i, Hrtrr 
[0 0 3 5] *fc, *»(P3K:#3?-A«tt, j&BKK 20 

Ty-A^n^AtaSTfS^-Att-ejbor, 7? 
■fe * if SrmiB-fe > 9 f— /< 2HS 1 5 7 ? -fe * If 
$g*igff^J3:^ flfE7***flra*E*1-57*-fe 
*»«E1iHMR:t» mJK7^*tt#£ml!e-l?y:^- 
/<a»&$ffi1-$7*-fe*flHRg«#ai. ME^v^t 
gff 1 5 7 * ir *flf 19 fc S<SV ^-CtfrlE7 * -ir * 

**tt«!E*f#ai, lWET^-fe^fllfftBtt^acBIt 

$tL.57*-i?*tt$icg^v^ ms^-Aaioii^s: 

[0 0 3 6] **WtflE5^n^9AH:, iBttffi 

tc, lxsaftoiJ— r*f— /<fcaftaK£*i, MB 
1h- IT*?— /<frt>£{ti-Z>T-9X\±7v9' : 7MC& 

¥^-9Zfflm.^ZK.#><D-7v77J*-eh'?X, 79 

|f*atm ^7***^**8*** 7*** 
flHMBttm HuE7^-k^iff8^HtiE-fe>^f— 

»^atEttSn57^-fe^flmft3E«rr67^-fe^il!f 
«Etr*«, St>\ tuE7^^^tt«ES#©i-E«$ 
*i57*-fe***i;:S^T, iway-A«©«ffft« 

[ 0 0 3 7 ] 4fc, 3 A*0«#P*jfe 50 
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-^ifflffiffittgfu WE*- ^a»6>5MM-5 

frr5^-A«lo«a»*feTf*>o-C, 7*i?*if#g# 
^miE-fe * * ^<tafflM-5 7 * * **«S*2Ht * 
fy/i, ]|&E7***flM*lillEEtt*aK:Ett3tf 
§7n^i«xf^i> BuE7^-irxf^SrBfj 
Eiry * f— b Sflt* 5 7 * ir *tt#gjf x*r y 7° 

ks m j £y9y—'<frt>%at&79*xm\zmrs 
^xifii&mm&^imztiZ79±xmzmt?> 

79±*m%%iXT'y7°k, SUEEIi^aicEt^^ 
87***flHlfc£<5^T. WEy-^*»ft^*iM» 

[0 0 3 8] **WTftt. *-if*i^-/W>7i'** 

flia. i—t'xv~;<^(D79±xffim-ty9f~;< 

#iaEi;T7*-fe*fl!f#*R*tiiU R*iiiU:7** 
[0 0 3 9] ♦SWifc.fci'Uf, t-Wt-/W)7? 

-Alii, mr9*x%m-ty9-f-;<£«)mu 
m79-tx^mKm^xi—vx-?~'<^79*xt 

[0040] 

[00 4 1] 1. ^yM7-^^^TA©4*i 
$ 

v-^rA©^^^-f-|lT*fe5 0 RHC^i-^s'h 
^^■^fAioit «i:©^-A-ty^ (2 

snuiu «v^tt*ffl@i»«oaflr*y h v-9 2 0 1 

frLT*y9y—'<2 /<2 4 fcr-^ 

ftft5*yM?-^7K^*rtIDS"Ce>*fC*9. # 
y-All8l;Bfy-A«l 8iJ5RlIS*l5y-A-fe 
2©^ y M7-^7 K^rt©7 K^SrS)9S 

[0 0 4 2] t^^t- A2 2R, «itf^81©f— 
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fJlStlS. y-AU-v<2 4fc, 0! 

^fcSffiSrSltfcif-^lJiitJfaStiS. 
[0 04 3] #^-Aty^ 1 2 ULAN (Local Area 
Network) 1 6 trfrXLTft 9 , « L A N 1 6 iCttttjR© 
7*-A$l 8#g^£tl/0^„ #y-A«18tt, C 
PU (Central Processing Unit) , RAM (Random Ac 
cess Memory) ^ROM (Read Only Memory) #£©!S1§ 10 

^rA-efet), ^-A^Wfl&fc LTTV-TWa-Y 
vftAn m^flUK^HO £tt««rftA+5i, IBM" 
$ «t 5 ty- A* 1 8 <Dff-K-fn ^? A£fTfflH#fc 
£tl/0>ftWI»), y-A^P^?AiSigf)L.-r, TV 
A«r* Ltf - i 5 i 5 tfto-CV^. 

«t 19 7wm»fc$*-A7 W*te«r«MXtS J: 5 KL 
Tt>±V\ 20 
[0 0 4 4] fiil±©«j*S:tt5*y M7-*7*-A-y 
*xA10Ti4, y-A^l 80^-K**7fttfy7 
M^xT^liU'riROSiatb, ^W-^li/N-K!) 

it asm e#ii»AX«:y -^i-5^5«#*5 1>© 

(75, V7h^x7 (y-A7n^7A) fco^THJSA 

■&5©t?*5. ^-A«l 8tt^-A^o^5AS:3ltT 30 
KA^<7?y-A7°W«lflJ*^A7 B n^ 

7AHfrH«i:caK5v^tS*5ftia (SIT, 

3) SrftV\ *©*S*K^Sfcy-A7 r n^?AW||fT 

MISASfftotiSiJtftoTV^. ^©i§3\ afflP** 

fcoTt, ^-A»l 8i«^-A^n^9A©*fTfc« 

[0 0 4 5] tit, *y h!7^^A->?fAl Ot 

1 8 0^g^lH W-A»l 8#iT©y-Airy* 1 2 40 
KiOTSti-Ci^i*) <MfS-?#5J:3fc:4oTV*5. 
+4fc*>. f~m.\ 8#{fi©^U--*07cK:*ofc 

i s \zm znmn 5 - * #-e* s 1 5 

I^LT^-A7°D^7A©HffSJPfi©»lrtT5ri 
[0 0 4 6] *y M7— AS^^Al 0 

f4, ¥-J*mi 8#f--t**if-^ 2 

*^«-At-'<2 4) ii^SflM-a^-^T'n^A 50 
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fc*-3vvt$ , -A7 r n^?A*:3Sfrf.5, ^t>***y 
(tV7^» y-AfrHtttstro-efcs. 

Af-/<2 4 (JittKlfctt, Ift&rotwWfitttS 
t-t'X) |^7?-feXLoo, ^-A^o^Afrgff 
*5J:5fc:ftoTH5. 2 2 *y-Alh- 

><2 4^©7^-fe^tff*li 4 ^^^A©«<a«5«rfr5 
■He* 1 - AffiS 1 8 £*» ^-CRJMMroiHW** C6 £ fc 

[0 0 4 7] 2. ty?tw<©« 
El 2 li, -fey^f— '<2 2(offi.m-?uy7*7Fl-mX'h 
Z>o PIHtSS+J: 5 fc. -fey^iJ— ^2 2(4, lfflg|53 
0, MRfflU 0St>*f 5 Ofc^A/T'lM 

$ti5„ aMt»3(m. w*.tf^*p©a«'f v^7x- 

0^LTy-A«l 8iii«^f?o a«*»3 
0I4, 7i~fg*ftgfiW&3 2, 
SB3 3, y-A«»»JflWI»ft»3 5. MftyHftMRiS 
ft«3 8, 7***tt«E*3HB»3 8fttf7***tt 

[0 0 4 8] 7WfSS**gre»3 2f±. ^-A«18 

-<l&{?gB3 3(4, fttf»*7W**ffi»4 2£io 
TWWStiSftarS^WASr^-AWl SfcSfft 
3, A^raW^SfsgU 3 5 tt, y-A«18i>e> 
2Ht*ti5y-A«IBaiJfl!f«SrSft-t-5. llifBWfflt* 

ants 3 6 »ff«o*ft£as4 8tj:o-cft£sti5 

»^»J*P*«t«ff»J#Pfl!f««ry-A«i 8lcajftt 
5 0 7?-flr*1f$[g#g{flH3 3 8f4, ^-A*l8!i»e> 
3HSSti57^-fe^««B*«rSfflr6. 7^*^flMB 
2HWB5 3 9H:, 7i"fe^flmR*ffiL»4 8tJ:oTf 
ar^^^-^ 5 0i»feK*fflStifc7^*^flMll*y 
-Affil 8(Cii{fT5„ 

[0 0 4 9] MSR4 OttCPU, RAM^RO 

M^©^*y, r-f^T'W, v^^-t^Kf© 

-X5 0^Hfftfc?), #^-A-fey^l2KK|lStl 

8t©Sft^»tfc>3t5i©T*fc5 0 
Htm4 0tt. ft***7'W*3IHl|B54 2, SMS 
K»Jtt«ft#aJ4 4, »f^iW«Iftja»4 6X1/7^*^ 
flM«*WL»4 8t*A/-CV^5. »^Wfl 
WIH54 2H;, y-A«l 8*»fca«Sti5^W*»* 

[00 50] iKAUBEKMRSiJIffffSc^AS 4 4 (4, y-A« 
««T*1»t5. **JS©^1T'(4, #^-A-iry;?l 2 
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fcH*fc6* y Y Y V%m\ 5 ST 5 d i 4 L 

«fc l/t5flJJ8f5. *yM7-^TK^tt, y-Afl 
ffrtWCfcot^S. **J, jMMWJlf$f4* 

tMKMflm2: t ttcy-A-fey^ I D (Identificatio 

n) ^mmmmmm-tztotL, 

f— ^2 2"T?tt«y-A-fey# I 4 5fcL 

t*>4v\ io 

[0 0 5 1] KMlJ^SgB 4 6 14, ^- A« 1 8 (CM 

ISSMi y-A*«9Jffif «i #*f£-3f7tfE*3ix 

zmmmmm t r-m 1 s a^sft-r a 

ttNfflJflm t ©»jEBBffiast3l7 f -*'<-x 5 0 ort* 

*i8t*H-«IMHWNi*ftei-6t>0"e*»6. 7** 20 
;M»«tt*itiU»4 8fi, ^-A«i8A>e,aS(BSix5 

7 ^ *^«f«5*it»j£t 5 7 * * *tt«*f a?*-* 
5 o ©t- ifxflMiy-^A'A»?>K*w-t-. 

[0 0 5 2] far-^-^5 0(4, «*.H^ 

-i=,iry*lf|gT-7> (H3#BB) , y-AWWW 

#t-t> m4m) , 7*wr«iflMg7 i -7*A' (h 
5#d , ^wsmhihi^-^A' (H6#!») at;* 

-D|»f- 7> (17#1) fc£A/T?l^a. 

t**ffi«T-7>l;:4otgm£ft3„ 
[0053] 0314, y-Ai?y*1#&r-7><7>i*3& 

1 2KHtJ|46*y KW*#*l0STfc 
tit* 9, i*ifc«rB»t5troT*)5. r:t, 
A-tV* I D A-fe^* 1 2 S:«8iJi-5fflf*-e*> 
5. 40 

[0054] si 4 (4, a«r«* m-^^<om 

-fey* 1 2\zWW^iiX^f~mi 8 
1 8^*sntv^y-A-fey^ 1 2) fcElfrrSfc 
*©t©-e*>$. rwaot, #y-A«i8»is:a 
#K*HSffS!L-T^5. y-iMfiD[4?'- 

y-A*iDH:, y-ASffixtty 
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14, «x.(iy-AS«lcffiffl$tu5 I D^y^Ort*, 
N I C (Network Interface Card) ©MAC (Media Ac 
cess Control) 7 KL-"*, EU I - 6 4 (Extended Uni 
que Identifier - 64) 7 KU*, CPU©i'!i7;H 

[oo5 5] 05(4, ^Maawwwwt 

*LT^5. yW8lft1f$7-7VH4, §¥-k.MV 
9\ 2©7i^«ft&lBi8t5fcftwt>wt2b5. 

J4BfP B ^*t 1 bWtfc5„ $*-A-fey*12«:SJ8t4 

flJ©«AI4, ilffi* y h- 2 0 Ltff 5 4 5 1 
Ltfc4!^U 'ifS^lc4SffiA(^4ottf 

fc, ***©»IB-ett7*u>r»*4:y-A-fe>'^l 2d* 

£ (clan-raj: 5 Ktfctfs, ^u-^xiiy-Aai 
8rtii7u^«s^iati-rs4 5(-Ltt4v\ $t 

fc. *-«JSro»lt*i4, y-A7-^«|?lJiLt7W 

w-*|ctot©y-A7y^1ffiJ©ttAtUME) i 
S\ ■r'-A^Wllfflfc LtlBttttSJ: 5 tLTtxt 
v\ 

[0 0 5 6] 06(4, 7 > W^*ii1f#X"7/W^Sr 
*LtV^5 0 7°^*W«r-7VW4, 
8 ©7W ISHl&tfRftSf^T* l^KIt Lfc t> © 
ffeSo rrt, /Kilt!:!! 8i* 

m £*t3 y w w ^a*s<t a 3 

nmxmw-j*, 7° w «if u t {rs<sv ^ t»ta $ tt 

tKKr$ti5„ WTt(4, 7u^^iitf4=S-y- 
A«l 8^y-A7*oy5ASr^Ufc*aiil*i:Lt 

[0 0 5 7] 07(4, 7"-t^'i#r-7/WI*l^?r^ 
Ltl^ 0 t-t^'|f«T-7;K4, -f-t'^i^t- 
i?X\Z.Mf&t?>Ti>tXft (URL (Uniform Resource 

Locators) t SrlEISLt^S'bWtifeS. d^i- 
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(-fey^f— /<2 2W~A1hw<2 4) l^oTil 
&£tl5 %©-?&(?, y-A^l 8^y-A^ni/7A 

fc\ *Htt©jBS-eH:i>— r& fcr 

Zothtf, &7xi>fyMtfi;,£X, 13 

— 3— fc'* HtSt 5 7 ^ ir * ft£2£x 3 i t #t # 6 
£5fcft£. 

[0 0 5 8] 3. y-Ajf©*$ 
B 8 (4, y-ivll 1 8 ©$SE7"p y 9 **+H-C*>5. 
raHC*1-J:5K:, ^-AiiStt, E(fc»6 0, MIP 
»7 0Xt«MM»8 0**A/ , T?«i*Sn , rv^. MfHK 

7 0(4, CPU, RAM^ROM^ffl^!), T-f*:/ 

w»r*-3 3>r>8SEse, * e-js©^* cd 

-ROM (Compact Disc - Read Only Memory) 

fc^-efltodtefta *>©?*&, a#©y-AJIl8£ 
LT©«tl (^-A^n^y^^ff» «rfi5ffiJC, 
»y-A7o^5A©^&7wr*il«Bl*ffl6 2, 
*aF»*7W*E«»6 3Rtf*»af7Wlf»*E 

time A<nnm\^^xuw&mm^-t^o mn 

% 7 0 (4, W *3E*H» 7 4 , 7 

6 fttfT 7 8&£A,T*V^ 0 

[0 0 5 9] ft»»*^W*3E*fa5 7 4tt x 

2 2 b Sft 4 tl* ft***7 W *fc*-3V , 

>f*SrIiH-5. »mM«7 6[4, 7°WH$f:E1« 
$6 2(cEH;£*v57°Wi?i«£, ft»7-^l 
Ett«6 3K:Ett3ft5ft»»*7W*£, *»«r^ 
WfF*«E«»6 4fcE1t£;h,S*RS7WlH» 

SMf ftMMB 7 6 (4, -fey^f— /<2 2*»fcswi-aniff 

Sfcfc, ft«J»g|5 7 6 l4, 7^-fe^fl!f«fflttSB6 6t 
Ktt£ft37*-fe*'lf#(c£^T, y-A«i8Ct 
flstlWrt*. 7^*timsfrgl5 7 8 i4, ±V9i— 
*22frhWtZft*79**m.K. : &3VX, 7?± 
*ttf*EflMB 6 6 fcEtt$ft57*-fc*flW«:JE*r+ 

[0 0 6 0] »{f g|J 8 0 tt, fl*.HMWBJ©«f 4 > 9 7 
x-^ft-^A/T?«JEft*il5t>0'e*)D» LAN16&1>* 

5o HfSBSOli, 7°WHSIi;&{fg(58 2, 
rWiJMl8 8, y-A«l«8«tff*aS<S»8 4, ft 
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[ 0 0 6 1 J 7W Hifftg-ffigR 8 2 (4, 7-W gffi; 
rat»6 2*e»7WS8«ftfcR*tHU tt^^ISi 

<ss58 3i4, ±is*y—s<2 2frbmztizmm 

?WftfcgffitS. y-A«giJ1f$g^f^8 4tt, 
y-A««BiJ*«E««B6 5^e,y-AttlID (y-A 
WW *K*WU tt^-AflliDfc*^*- 

^2 2fciSflM-5. ftfl5»J»tt*$fll»8 5fi, 

f— /<2 2 34»feaHS$^5»f^H«H*«S:SflJt6. 7 

[0 0 6 2] E©gl5 6 0 (4, $R(4*R AM^- K5*4 
* * EltSK*©^- * EH^S £ J: o TflWJ £ *i 5 

©-efco, ^was«ftEita6 2, »7"wi 

E««P6 3, **»7 p ^tt*SEl«»6 4, y-A^ 
fK»J«*fBtft» 6 5 &t>'7 ? * xmm® 6 6 
T^*. 7W*MHBltas6 2M:, y-A«18^ 

TEtt5o ft*»*^W*E*«B56 3tt 4 -fe^f- 

-^2 2 sn5»*»*^W3a«ftE*t 

:/ wr IS**© 5 *>**»*©:/ 

W W tt**EflBl5 6 4 f4, 1 8 ©*&&7* 

y^rp«^E<i:t5„ *ft»^wtf#u±, y-A 

fftlHi:X(4NPW«rSt'b©T'fc5 0 WT-Ci4, 

r fc &rri-@*t UT»Mi-5. y-A«'Jif#E1i 

g|56 5(4, y-A«18©y-A«ID*E*t5. 7 
^■fe^1f^E1i^6 6(4, *>?t~'<2 2frbm? 

z7?*x^mT-7fr mio&m) &Etit5o 

[0 0 6 3] H9(4, ^WMttCI*6 2, 

^7 w *Ettsi5 6 3 & tf*&#f ^ w msefltais 6 

4©rt*Sr*L-rv^5 B 7W^fi(47°W*atE 
«§P6 2(^E1t$^5i©T-S)'9, y-i.«18*y- 

**4(4, y-A«l 8jJ*y-A^n^9A*JttfLfc 

(4, ft»**^W«E1i«6 3ltE*S^S!>©-C*> 
9, -fey**- *2 2*»feiS«3ii$ft***7W* 
*Sflr+5ritJ:o-CJEff**i.5t©tf*)4. *fc, 
W W*»tt, ^-f FF^lElt^ 6 4 

fcE***i8t©tf*>5. ft*, 
(4, a«*y M?-^ 2 0t*U"r*^«!i»b3Brtf 
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[0 0 6 4] 010(4, 7t J £xffi%tT—-7/i'<nfa%% 
-V*\cm-tZ>T?±*% (URL30 t*WM,LX 
P.) Wi&DT-ifcS,, 7***|jf«5 l --7;l'©rtStt, 

y-A«i 8^ro7^*1f$®#t*tLT-try*f- 

[00 6 5] 4 . ftfc&aatW- A7n ^7 A©^tf 
MR io 

***L5) ^itfTfr*i<5 0, AKWfctt^- 

A:/n^Agfr« (y-A^W*Tll) tfTfrtl 

So 

[0 0 6 6] B01 114, ^-A^n ^5 
<t 5 t, *f , A« 1 8 OHM 7 011 20 

f^i^iiitlicy-A^n^AjrfTlli: 
wfnifc) rex-, UtTiumtf*. a»ro 

-?*>5. «*.tf, 2Aro7wfirtJ:oT|fP#ty-A 

»-*Lfc»£tW\ *?TlIl8Scf44IIift5 0 *LT, 
y-A«18 OMfffl 7 0 (4, Jogt ©:/ ^ $iMft 30 

<*JS**E1i{»6 2©rt£<Sr35Hf1-5 (S101). 
[0 0 6 7] ftt, 8©^u^iui*aflr» 

8 2 (4, 7 W £R*!Btt$ 6 2 7 W H^»Sr^ 
^ffi U y-A«B«9Jflf«EttH8 6 5 frbf-m I D 

?i—/<2 2\Z.xk\t-tZ> (S 1 0 2) . * 2 

ductus ji5. WMiw^wiHty-Aaii 8^m 
ft^tis (Bai2#RH) . y-AaiisowdF**^ 40 

^ft£4f£|58 3f4, /<2 24»feJ6ff#*8a> 

SrSjatS (SI 0 3) . 0f3£B#IBrttK«fcar»*^u 

(4, SEftftft^WMSrftftS^WWBfltajea 

ft»»#:/W*fc*ffl6 3©rt*fcJE*ff6 (S10 
4) . 

[0068]-*, j*j&*rartfcttft*«*7 w** 

g{f Lftlv£§££«, -fe^^f— *2 2i»e>*aWfc^ 50 
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tWWfU ft«ft#7MfiflEtt»6 3©rt*fcK*r# 

C:<Z>i§&, ^WHi»ftSBttfaJ6 2tflBltStl5^W 
*Mfcft»»*^WftB1»»6 3£GH:£*iS*& 
X^WlolIti (BIT, *WWt) #4C 

[006 9] flfftNttffl 7 6 l±, :/ W gftfiffitttt 6 
2t|E1t$^5^WH^fti, «r*a(lF*^WfiflB«t 

U *ft*7V~f ttiOfttMrfrS (S 1 0 5) . *ft 
7 r n^7Ao3SEfr9JIBSrtTi3'ft*«fflSrll»T-t5. - 

pg-rs (si 0 6) . 

[0 0 7 0] ft£, *HH©^l-CI4y-A^0^7A 

tnffLfc*ic^i/-faawMit**^*f— /<2 2tas 

«t5J:5ttfc^, ^-A^B^9AHfTil(f (7W 
+tJ;oX««*iJtASiifcB*) fc2Htt5J:5tL 

A«I DfcRMvf, mtf»ASftfca«©rafctt 

[0 0 7 1] Hi 214, *yfi-9—*2 2<D7U4%tk 

mm 3 2 wm&^t Lfcstetait 5*1 

a«r*LTV^5. EIHfc*-f\fc 5 1, 7WHSS£g 

«Lfc^wiaMSflr«3 2 {4, y-A«i 8*»&s 

ffli-5„ tfc ^H'HWIW^-^tM^sy- 

A^iDtm-rs^wHitstL-cy-Aai st> 

^jttHIMI9 l -^oi's*t* , -A«l 8*>63Mltfc 

y-^IDSth'^^H^fttioTlEiftS (S2 
0 1) . 

[0 0 7 2] »Ct, ft«»*^Wl»W»4 2ll, y 

4 ft tMt 3 mm%7 V4 J: o T W« t ft 3 „ 
Lfc^o-C, St***7'W«ia»4 2«:, /WS 
«tt«r-^^^y-A« I Dfc*JS1-*ft*** 
^KMIML, ttftaFar^T'UWfttSttfcilFSft 
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jc-t-sftffaf^^vwsijEaH-s (S202) . 

[0 0 7 3] fcfc, 

■fe^IDtaH-S^^JIftitTEtitS-BrS. 

^ ID©^H'**«:3E*rt5 (S 2 0 3) . 

"C, 7V^«*^£t5#£(m^W$J;{4W-f 

**tfc*. *LT, ft»»*:/WS;i£ffi«3 3H\ 

-A*18JcSflM-5 (S204) „ y-Afl|18-e 

(4, «ft»**^^sa«Sfss^, flftSroffis (si 

0 4~S 1 0 6) tfgffZilZ. 
[0 0 7 41 y-AH8©y^o^7A 
gtr»cD¥lJ»r*&3 (SI 0 5) fcoV*T, SfefcffL 
<^BJ1--5c HI 3(1, ^-A^l 8©7°W^SIH 
flllflS 6 2 , &i&i&#.7' W ftCttSB 6 3 Rxmm? V 

^KjEiisowwf^wi, msimf 30 

[0 0 7 5] i^H (a) f4, ?-mi 8tfZtl-£X'\Z. 

3„ ^-A$S18T*I4, ^'WSfeKi&tmarS^l' 
-TftiLTl 0 0£!EliLT£'9, *tfc»^WHF*JI 

14, ^W*lttai«fc«**^W*fc LT1 0 0* 
SHtLT*»K /WatiLTl 5*IBKtL-C^S. 

10 0@»KOV^-C»»»*T?*)5, y-i»18Cy 
-J»-7vy?**kb 1 5 01^5*5 

[00 7 6] |g (a) ©IKttfcfc^-C, y-A*18 
fyklt 1 @^fTL, tV?t-^2 2t 
*V>-Cft»«taasfTtJ*i5i, R1H (b) ©ttftfcft 
5 0 4*- -Mil 8 fttf* '<2 2 fct>t, 7°W 

Httt»l8fe»5ff*:/l"< tiJ5lOOi4>f,10 1 KHfr 
SiiTV^S. *fc, -fey^f— /<2 2CD7°W$i:f4l 50 
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[0077] meg (c) 14, rbi (b) ro«ic*5^ 

T, 8^y-Ayn^7A|rllII^Lfc 

(1) HSMfctt/WIMMI (l 0) £JlT-e*>*fc», 
V-Jrtv9JJ*toWmW&Rt>toto\ o£9, [S3 

ft*:/i"ftt#l o^TTfcftif, y-A/o/7AC 
[0 0 7 8] SUHCfcfttf, y-A^l 8 0»)ft$#P 

{4, -/ujm&mmi&G 2tmmh%-?^m 

:/ W 1, ^ rF^filHltgli 6 4 CjEttS 

**v\ tfct>t>, -fey^f— ^2 2«»b*«asftv^ 

-.Mil 814, I^IEtttST 0 ^^*, ftarff*^ 

[0 0 7 9] 5. y-A«fc*f1-6R«*RKiSCfcft 
WHIP 

-A7*n ^7 AOSSE^»JH©f||MipS:fT 5 ^0 : alcoV^Tl^^ 
[0 0 8 01 01414, 8li*ilt««ffll«r^ 

-A«syit«M{fgP8 4(4, v-mmmmm 

6B*»?>y-i«ID*«*tHU KE*»>-A«ID«:* 
y^f-w<2 2CilHrf-5 (S3 0 1) o ^ 
2 2T*(4, 8C#i-5ttfffiO»#Ky-^« 

««ir«#y-A«l 8K2HB (01 5 m) . 
rr-e, »f^iJ«1fSi4, 8o»fpir5*r* 

[0081] ftt, y-A* 1 8 <D®ftumm%im 

8 5(4, ty;?t-A2 2^f))St#fc5», t4 

t>h, mMmmgatzt^frzmtz (S3 
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02) . mmm^mummaaLtt^^c 
fH*«<H«R+5 (s 3 o 3) . mmmmmm 

&5 6 OtBttSns^afflliRflMSSrKft^WWflrftl^ 

*tiz>G®mm\^xmtz (S3 0 4) . y 
sat, Ettse ofcetta*i$*»«iwimfc 

***i6*»»HfrWM-5i, y-A/u^5A©i 10 
[0 0 8 2] r ~t\ *^tt*tfj»ffll8fl!f«fci£^ 

wrawiiiRi-coaiBiwii^aiitfc 

stm *ftmasjE*t^rSii (s 3 o 4 
*T«trSW , *SMBIWIMM*H*f**tfi*»yo, ** 20 
-A^n y^ro||ff«(4ffkftft^ i i ft3„ * 
fc #&3(4y-A«i 8ro«#(cfc^-C>b#ltT$-fr 

[0 0 8 3] Ell 511, -fc^f— ^2 2©y-A« 

auflraaflras 5 i d*s« Lfc»^ic*jrt 

S&Sfc^Lfc 5. IH|g|lC3H"<fc5fc> 30 

f«Jtif «#SI5 4 4 (4, Ry- A« I D fcgfil Ufc^ 
-iMf 1 S^KfiStiS^-A-fey^ 1 2*iBiJi-5fc 
»©flm**Hi-5. ftfcftfctt, I D©2* 

SflrWB^feJia^y bfctfUiSiifc*? bP-*7 
Kv^ft»fti"5 (S4 0 1) . *IOS©»trctt, & 
y-AtViS' 1 2K*4oU? M7-*7 KH*WH 

A-fey* 1 2*sa»J+$a!*^^Jti!raifc!>1*4. 

[0 0 8 4] fcfc, 4 4(4, I^y-AffiS 

I D*y-AWK*fflf«^-^K«ftSii"CV^5i»5 40 
i>Sr?B8i-5 (S4 0 2) „ fiftS*i-Ovfc^*£fc: 
(4, «iff^^Sr*tft^5fflf««r^tfftfRH*«*S: 

(S 4 0 5) . S»$*VC^5*H-K 
(4, y- AWMHMB^-^A' «t 9 K^- m 1 D fc» 
JS1-5y-A-feV^lDSrtt*Wt. Sfc, y-A-fey 
*tif#T-7>;^Ry-A-fey* I DtJ#rt?t5*y 

[008 5] ^LT, S4 0 1 fc^TEtflLfc^y b 

fc*yb!7-^7K^i*Jt»t6 (S4 0 3) . * 50 
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y b!7-*7 KW*#-fW-5*£K:i±, S 4 0 1 fcfc 

tsmmmt:&&r& (S4 0 4) . -sl 

ft^i§£lc{4, ftf1^&^tfiff^§f$fctiffif£ 
WrtHKr&j*** (S 4 0 5) 0 tu, tbfBMWt 

#j£{fg|$3 6(4, S4 0 4XttS 4 0 5W8V>T4^L 

sm trnfflmrnvziiistis m<vm (S3 

0 3, S3 04) #mt£tl&. 
[0 0 8 6] JSLhfc-fcfttf, (y-A 
ft ID) iSttMiJW* (*yM7-*7Ki'*) 

ti3v^Tt>*ioa*»v^-K'^*rsmi-'<< , $y- 

a$| i 8 fc^5»ftfM1»*fT 5 r. i a*?* 5 4 5 eft 
5. 

[0 0 8 7] 6. 7?txffi®(0-m® 

[0 0 8 8] 016(4, y-A^l 8#7*-fe*tMRfc 

5e, y-Aaii8©7^-fe^ff»e*aHtJBJ8 6i4, 

■fe^t- /<2 2^7^-fe^ttN8B*«raSfllt5 (S5 
0 1) o t^M2 21?», R7?-fc*flHRK## 
SHfSft, R7***flm£#£^57*-fe*ttf«# 

y-A$i 8tiS{Bs*b5 (hi 7«w . y-m.\ 

8©7^irxfi!filg:<fg|5 8 7(4, -fe^f— /<2 2*»fe 
iJ»****»ff*\ 1-ftt3*>, 7^-fe^1f««:Sffit5 
*>5*»tfiSt5 (S 5 0 2) . 0f30*|BIrtK:7^-fe^ 

iffgSffgi5 7 8(4, 7^-fe^1f«IEttg|56 6 0rt^^Ig 
7^irx1f#(cj;oTSSTl-?> (S 5 0 3) . ft*, if 

[0 0 8 9] mi 7(4, iry^t-/<2 2(757^ir^ft 
#g#g«g|5 3 8 &7 ?i=r*1f #B*SrSff L1t»kK 

®(c^i-4?e, iry^f— ^2 207^-fe^1f#^ 
WLIE114 8(4, Sff Lfc7^-fe^ff#g#£KoV-T, 
Har-^^-^5 ocof— f^'tfSr-^;^b7^ 
■fe^fflf«S:B*ai1- (S6 0 1) o tUX, 7?i?*lf 
«2Ht»3 9tt 4 tt7^*^flmSry-A«i8^3HS 
1-5 (S 6 0 2) . y-A^l 8Tf4, R7^-fe^1f* 

a«Sflrsii» Mairo^a (S503) as^rSiis. 
[oo9o] ft*, y-^au 8 if ^ fcf wts 
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*1-J;5f^ ^-A*i8rofSipiB5 7 0tt, 7*-lr*1f 

■9— tr^07**^flMB«:«E*W+ (S7 0 1) . -t L 

ifSidK^V^Tf— fcr*K7***1-5 (S 7 0 2) . 
fcfc, S102^S30 1tm, y-A»18i»fe 

i? > * ,< 2 2 w m&^y- m i d *aj«r 

■t3«£fc(i> *Mai^<5^T±y^f— ^2 2(C7 
^■fe^t5<t5(c1-tiiiJ;v\ 10 
[0 0 9 1] JSLkCfcfltf, f— f^t*tt57^*^ 
ffif*tt-fey^f-w<2 2 c*5^T-«Hfa3*i5. 
A«H8©7^-fe^tt«E»«6 6©rtSlF«:, Fr£©* 

K-fcoTXiWSiftS. y-A*l 8tt7^irxtt$8fBtt 
AS 6 6 © rt^(^»<5v > X -f- \fx ~© 7 * -fe * SrtT 5 „ 
iHiiioT, v-*rA©#|$iMl£j;^ if- if* 

^-A»18tj3V^-CR*«3EtfT5«W«rft< 20 

[0092] &mmuznm<Drm^i.m, mam 

WKiD-ky^*- '<2 2fc7*-fe*-?£fcV*»3"T? 
[0 0 9 3] Sfc, y-A*18®H«Kfi£fl i SU 

y-A$i 8«©^W"^©7ct-iSofc^(cioV^ 

ft>#B©*M*J— MMW'<<, ^il8 30 
KStfi-SBfWIfPtrff 5 r k 5 X o left 5. 
[0 0 9 4] Sfefc, 9, f- 

-t^m-57^*1f$H^H^£CTk, 
*w<2 2£*5^TH^aSftS7***tim*S3E 

[0 0 9 5] fcfc, WjlteMM Lfc*fe©Jl» 
Pfij£$n5t3©t?tt*V\ 

[0 0 9 6] flAtf, -feV*tf-'< 2 2 40 

y-AtH8wRa#tasrfa+«i»— ^xt/ 

t** ©7 * Hr ^flHI*r«W-51>— 4 #»J L T t 
[0 0 9 7] 

!!-©$*£ lt, ns^iaoty-Aywi 

W*HBtai- 5 ?— '< K 7 * * * T?# ftl ^K*8V > 

t?#«±5tft5. *fc, y-A$ so 
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j^tt©*-* v- * ©SC*o fcil&iefcv ^Tt)*B©fS 

mu *mo)mvsmmi^y M7-*y-A 
[02] *%w<?>mMmmz>*y?f-'<o®m 

7ay?mX'hZ> 0 

[03] y-A-ty^'IffBr-^W^Sr^tElT" 
[04] y-A«ttttttr*^-7>©rt8fc*tEI , r 

IB si i/waMm^-yA^rtfcfcisi-H-e* 

[13 6] 7'W*»«f«9 l -7 r A'©rt*«:gH-H-e*) 
[0 7 ] t**$f8r-://>©l*?^£*H-0T*fc 

KH8] *%w<o£Mmmz?--m<o®®7v 

ytmX'hZ, 

lag] ^^aimi, ft«f**^w*Bi» 

[010] 7^-txlf «7 l -^A'©rt**^tBlt?*) 

[011] y-A^o^9ASr||ffacfcNt5^-A 
^©Ma^^t7n-0T'fe5o 

[012] 7v4$mM&$fo ><©*& 
aSr^i"7n-0T"fe5„ 

[0i3] y-Aatffittstis^^niKi, 
[014] ?~m\zm%!m*iFty*~mxb 

[015] y-A«|I D4rSfSLfc-t^^f-w<©«. 
aSr*t7o-0Tfc5„ 

[016] y~m\zmz7ttxmmmm 
^tmx-hz, 

[017] 7^-fe^fl»*B*l-»i"5-fe>'^t-^© 

Ma*^-f7 v-mxhZo 
[0i8] f— ^t«ii-8ii©y-A«©«a*r 

^1-7n-0T*fc5 o 

10 M7-^y-Ai/^rA, 12 ?-k±V 

9, 16 LAN, 18 f-m,. 2 0 aft^j' h 
7-^, 2 2 -feV^f-w^ 2 4 y-AiJ— /<, 3 
0, 8 0 affffi, 3 2 yu^*«ft§ffg|5, 3 3 



3 6 ftff$gWlH«£fg& 3 8 7***AWRE# 

sflra, 39 7***tt«iSfsffl, 4 0, 70 mm 
a, 42 *»**^w«tma, 44 j&ttffi6t» 

B'JflHWMiaiS, 4 6 ib^m^ 4 8 
ttf««*liiL«, 5 0 fSr-^-*, 6 0 fait 

as, 62 :/i~rs*jHatt«, 6 3 w* 8 7 T^-fex«f«sftr». 

[13 1] [0 31 
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*RtBm, 6 4 ***^Wff*«E1«B, 6 5 f 
4 ft^^WfijEff^ 7 6 7 8 

7***flHljafr», 8 2 /K88illSf, 8 

3 ft»»*^U-fftS(B«, 8 4 ^-AftMffllJflH* 
£ft& 8 5 IMMPiff&gffiSK 8 6 7*i?*tt 
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[ftfflfl] ¥£l 5*F5,8 1 60 (2 0 0 3. 5. 1 

6) 

imm i ] 
mmu 

«r«f W US* SrBttl- 5 7* UStftlEtl^a 

» ft M^ff F ^^ W t Efi M it Eli $ fr5 fi ftfEft 
V4 5 O^OftlRBf »^ W *1XT > War * 

tea. tirgB^-i,yn ^ Ag?aff»Mi8i-a fl^ffi!HB 

[tt#* 2 ] Jftftig 1 K1B*©* y h 7-* f-^y 
XrAldisVvC, 

[»3ft93] iBHMiKKittlK^K a 
ot, 



miry U4 *Kft 7° M &RftG1lt¥gt 
afti?^-A-7°D ^7 A(o»T»aiiiii-f a ttfBUMB 

iWE^-A^n if 7 A SrHtf Lfc*ffli|*XttiH»IH 

at?E7° gMi^M^£iai a ft a mmy $tm 
«f«f^^ w * k (pmrnw^y *jar k mm a 

m 

%*?v?k* 
ks 
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7 i~f * gmm&zm aEEfcffltt&icfi 

MNPE2] 

mmmm%] mm 
immmn%] oos4 
imm] m 

[0 084] »«*JWft£«4.fi.tt, 

*»ta«B1-5 (S 4 0 2) . %mztix^t£^%&\z 

(S 4 0 5) 0 «ft3ftTV^i|#fc 
[#«*&IE3] 

imm] 

i® i ] *%mmmmM\c&z>* y y y-w-k 
ism *m<ommftm\cm^y?t-^<omm 

[0 3] y-A*^^flMiy-y/uort#4r*1-HTf 
h6o 

[04] y-A«WHWiy-^oft«Fft*i-B-e 

[05] 7u4mtiimf--7fl*>pimtiFrtn-c*> 

[0 6] ^WSGWIMB^-^rortgSr^tB^*) 
5„ 

[0 7] trxflMi9 l -y>i'fl!)rt*ft*1-HT»* 

So 

[0 8] *»W©2Stt#lSK#5^-A«»«1IB7n 



[091 7w**»Eit», ft»s*7i"f«EK 

[010] 7^-ir*fif$7 : — 7*©rt**ij*+BI"e*> 
[011] y-A^n ^7 AfldttT«fc*rt5y-A 

«©^a^^-f7n-i-efeSo 

[012] 7W**ft*£ftUfc*^t-'<0>*!! 

1113] y-AatES^ns/^^fflfi, &s 

[014] y-A»Kj8rt-5ftafti9%t7P-HT?*) 

[015] y-A^I D&gfjfUHri'**- 

[016] y-A«fc*jrt67^*^««*fMQa*r 

[017] 7***tf«5#fc*M-5*:'*-9-~' < ro 

[018] f^tifiiffltsiRro^Aaioaas: 

jjrf7n*-Bft?*>3. 

10 ^yh7-^y-A^7A, 12 f-h-^V 
* s 16 LAN, 18 y-JMt, 2 0 fflff*yh 
!7-*, 2 2 iry*f— A 2 4 y-At- 3 
0, 8 0 3 2 3 3 

fcftft^WS&fflffl, 3 5 ^-i,»'J^^f 
AS, 3 6 frfftflffiHftttiSttti, 3 8 7?-fc*t»#g# 

39 7?±7.%Mmmh 40, 70 §j» 

«, 4 2 ft»SF*7V>r**ffl«» 4 4 SttttKK 

suflMWRW-sp. 4 6 nmmm. 4 8 7*** 
flHR«*tau», 50 ta^-*"*-*, 6 0 iEit 

ft. 6 2 TWftRftGtHk 6 3 M^/W 
ft£1t& 6 4 5tc«fc«F^ V-T WF*«E«E». 6 5 Y 

-mmmmmm. ee 7*-fc*flHMBi*», 7 

4 ^JMtfWJEBWW. 7 6 AfflNffik 7 8 

7***flHHE*ftt, 8 2 7^stG»*asflr»» 8 
3 ft***7wr»3flr». 8 4 y-A«asuit« 

gffgfl, 8 5 ftfftHffiflHBSttffl, 8 6 7*-t?*1f 

8 7 7t±xms.m, 
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F^-A(##) 2C001 BB04 BB05 BB07 BD04 BD07 
CA01 CB01 CB06 CB08 CC02 
CC08 



